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PA. 4 SECOND PRIN- 
TING: Features the original 
B&W wrap-around cover, the 
very first instalment of our 
chronicles (The Zentraedi 
Way, Uh?!, Robotech Trivia), 
the Who's who of P.A. staff, 
two articles on Robotech’s 
spirit, a lot of reviews (novels, 
comics, art books, BGM), two 
short stories and a five-page 
comic strip. It will also 
contain ALL NEW MATE- 
RIAL like fan letters, news, 
illustrations. Already out of 
print! 


FA. @2: Aside from the usual 
chronicles (letters, tri- 
via,"Uh?!", news and 
reviews) this issue introduces 
the first part of an exclusive 
interview with CARL MACEK, 
the creator of Robotech, and 
an introductory article on the 
history of JAPANIMATION. 
You can also find some 
optional rules for the 
Robotech RPG: the "Quality 
Rating", a mean to measure 
the extent of a success roll, 
and the "Mecha Repair" 
system which provides tables 
to determine types of 
damage sustained by a 
mecha and how long it will 


take to repair it. You can also 
read "Earthrise", a SHORT 
STORY by Andrew J. Lucas. 
Out of print. 
Sorry, issue #3 is out of 
print. 


af : This issue features 
an aiticle evaluating the 
feasibility of constructing a 
VERITECH today, an inter- 
view with KEVIN SIEM- 
BIEDA, publisher of the 
Robotech Role-Playing 
Game, reviews on Robotech 
RPG books and Sentinels 
novels. The second part of 
the "Operation Aborted" 
COMIC strip, the optional 
Random Hit Location Tables 
for the Cyclone, Alpha and 
Beta in the Robotech RPG; 
articles on PROJECT A-KO 
and on Osamu TEZUKA. 
Plus: "The Zentraedi Way", 
"Uh?!", letters, Top Ten Male 
Robotech characters and 
some feedback. 


P.A. #5: This summer issue 
contains: Trivia, Uh?!, The 


Zentraedi Way, Lyrics, the 
second part of "Making the 
Veritech a Reality", the first 
part of an exclusive interview 
with JACK MCKINNEY, Invid 
Mecha’s Random Hit 
Location Table for the 
ROBOTECH RP, an article 
on /CZER-17, an introduction 
to MEKTON RPG, some 
reviews, many news and a lot 
of illustrations. 


P.A. : One of the most 
facesting issue of PA. It's a 
Jack MCKINNEY’s special: 

the last part of his interview, 
an article by Brian DALEY 
revealing who really is the 
author of the Robotech 
novels, and the first chapter 
of THE END OF THE 
CIRCLE. There is also a 
report on PA’s summer tour 
from SAN DIEGO to New 
York, an article on LAPUTA, 
lots of reviews (comics, RPG 
Books, BGM CD) and many 
NEWS on the JAPANIMA- 
TION world. Also a special 
inset with F-14 pictures and 
Sentinels POSTER. 
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This time I will have to talk to 
you about violence, about the 
restlessness and incomfort which 
plagues our society. December 6th of 
last year, something awful happened 
almost just in my backyard. Ecole 
Polytechnique is part of University of 
Montreal at which I’m studying since 
1981; moreover, I’ve been living on the 
campus for more than five years now. I 
feel like this is my home, and the 
students my family. While not an 
engineering student myself, a lot of 
fellow colleagues of mine studied there 
and I’ve spent countless hours 
role-playing there. I like this always 
dynamic and buzzing place. And 
suddenly, madness and despair stroke 
this universe of mine and fourteen 
innocent victims fell without ever 
knowing they were the destiny’s chosen 
ones. 


I’ve been spending almost two 
hours standing and freezing at the end of 
an amazingly long waiting line to give 
respects to the bodies disposed in the 
great hall of the University, moven by an 
incredibly heavy atmosphere of sadness 
and incomprehension. Still, I stood 
before the cathedral of our beautiful city, 
freezing again, being present at a huge 
ceremony where all prominent political 
figures thought they had to be attending. 
I got there moved by a feeling of 
solidarity. A lot of you readers are 
students and are part of this same family 
of which I’ve been a member for 20 
years now. I am sure most of you saw or 
read the news that night and, even if a 
lot of you readers live in the States 
where, sadly enough, violence of absurd 
proportions is common, I am convinced 
that you were stunned and shocked by 
such a tragedy, as I was. 


Violence is getting more and 
more uncontrolable in North America. 
But here in Canada, guns are not as well 
abundant in every hands as they are in 
the States. I feel a lot of the crimes 
committed in the United States come out 
of this at least ambiguous right for every 
citizen to arm himself with almost 
anything he sees fit to. I now realize that 
Canada does not escape completely this 
weapons’ violence phenomenon. You 
know our civilization gives us a lot, 
makes our lives easier than those of our 
ancestors but it also takes a lot from us. 
Stress is pushing very hard on our 
minds. We are living such a fast and 
everchanging life that it is sometime 
very difficult to adapt and not sink in 
withdrawal from all the new things that 
we have to cope with. We spend a lot of 
money and efforts on the care of the 
body; worthwile. But we sometime 
underestimate the potential threat of 
mental disorder. Illness of the body is 
bad essentially to the victim. Illness of 
the mind too, but can also be deadly for 
the family of the victim or any given 
individual or social group that crosses 
the path of the frustrated and desperate 
disordered. 


I hope we could live together in 
relative harmony. Make our society 


more human and humane, more caring. 
With the 90’s that are beginning, a door 
opening on a new millenium that since 
my childhood always symbolized a 
hope of a better future, I wish the years 


EDITORIAL (2) 


My neighborhood is usually a 
peaceful one. Most people are students 
and they go about their daily tasks 
quietly and calmly. Perhaps this is 
why we were all so stunned by 
December 6th’s events at Ecole 
Polytechnique in Montreal. The Poly 
Massacre, as some people would 
rudely call that day. I was not there 
but I could have been. It is not 
uncommon for any of us students of 
the University of Montreal to go there 
for cheap photocopies or just to meet a 
friend we know. There are about 5000 
students at Poly and just about 
everyone on the campus knows 
someone there. That is why all of us in 
Montreal felt awful about what 
happened. Murders happen every day 
but never where you think they will. 
Never that close to you and you keep 
telling yourself: "It can’t happen to me, 
it only does in the movies". Well it 
does not. I am very glad that no one 
close to me was a victim. But it very 
well could have been. I know some 
people who were close to the murderer 
when it happened. They escaped with 
their lives but they will never forget 
that day. 

We have all wondered what 
could motivate such an act, what was 
the meaning of it. Why were these 
lives wasted, just when they were 
about to bloom into fullness? It is very 
difficult for those who were close to 
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"The winter came fast. Now 
we’re deeply in it. One of the coldest 
nights and the wind is strongly blowing 
snow... That’s the beauty of winter. It 
make me a little melancholic. But I’ve 
other preoccupations. Some of our 
comrades died today. Some of my 
friends were there and barely escaped 
the shooting. I heard many stories... 
Sad stories. Here, on our floor of the 
university residences, we were 
counting our people and finally 
everybody came home. But some will 
never come back and never finish their 
exams. First, they are students like 
most of us. What a bad day to die: last 
day of class before the exams. They 
had a whole life before them. Worse, 
they were all women. Each of them 
probably had a boyfriend. Sad. They 
will surely be missed. Our society has a 
real problem dealing with relation 
between sexes. Everybody becoming 
so egoistical. It becomes more and 
more difficult to understand each other. 
It’s something to be frustrated and call 
a woman a "bitch", but it’s hard to 
believe that someone could kill for it. 
Feminism sometimes went too far and 
caused frustration but, in the past, 


to come will fulfill part of my desire for 
a less-violent society. I always come 
back to Robotech’s message: war is 
absurd, killing is absurd and the only 
sane thing to do about war, violence and 


the deceased to make some sense out of 
this tragedy. There is nothing to 
comfort them, no one who can give 
them an explanation. They are left with 
themselves to mourn and wonder, to cry 
and ask for justice. These fourteen 
young women never asked for what 
happened to them. A madman came in, 
shot them and killed himself afterwards. 
No answers given. 

Linking this with Robotech (we 
ARE, after all, in a Robotech fanzine!), I 
must go back to Breetai’s death, which 
has been a major complaint of many 
fans in the last year. His death has been 
referred to as senseless, without 
purpose, a mediocre death without the 
glory he deserved. He should not have 
died that way, fans complamed. He was 
the greatest Zentraedi who ever lived 
and since Robotech is a science-fiction 
story, he should have been given a 
better death, if at all. 

WRONG!!! Wrong! Wrong! 
Wrong! As these fourteen young girls 
have proven, no one gets to choose his 
death. You can die gloriously after 
having had a normal life or you can die 
quietly or stupidly when you have been 
everyone’s hero for countless years. 
Death is perhaps the fairest event in 
Life. No one is better than another. Of 
course, Jack McKinney COULD have 
chosen not to make Breetai die. But 
would that have been in the Robotech 
spirit? Not likely. As a matter of fact, 
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chauvinism also went too far... We win 
nothing by holding extreme positions. 
There’s surely a middle stand, a way to 
deal with equality, social roles, to avoid 
frustration and violence. We should talk 
about it, not try to forget it. There’s 
always a way. It’s not easy to deal with 
friendship, love or hate. It took almost 
thirty-six episodes to Rick to choose 
between Minmei and Lisa, and he has 
done it not without sparks. What is 
important is to built something that will 
last, with respect, understanding, 
sharing and compromise. Think about it 
when you’re dealing with your 
boy/girlfriend, when, in the future life, 
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killing is to try to put an end to it. If you 
feel like having something to say about 
all this, I will gladly wait for your 
letters. 

Alain Dubreuil 


Breetai had always been meant to die, as 
mentioned in Robotech Art 3, fighting 
Edward’s forces. Robotech is about the 
harshness of war, about the hardships of 
the world we live in, about losing people 
through the fight for a greater purpose. 
Breetai DID die in that spirit. It was not 
glorious, it was not grand. It was just 
proper. Please, now, let him rest in 
peace. 
* 
eF 

About every two weeks, I get to 
play in a Robotech campaign, using the 
HERO system instead of the Palladium 
Books one. One of the players’ 
character is an engineer whom we call 
*Big Guy’. A happy fellow. Always 
with a smile, never a bad word for 
anyone. The greatest guy you could get 
to know. I consider myself lucky to 
have him among my friends. His name 
is Eric. He is an engineering student 
himself, in the real world. So was his 
girlfriend, until] December 6th. I’m not 
going to get into the details of what 
exactly happened to her that day, you 
can guess for yourself. I would simply 
like to dedicate this issue to the fourteen 
girls who died on December 6th and this 
particular editorial to Eric, whom we 
also call Big Guy, Apou, Chris; the Man 
with Many Names, but only one love... 


Jean Carriéres 


you’ll have to make an ideal about male 
and female relationship. We have 
already trashed too many of our values. 
The stability of our society relies on that 
mutual respect. And for tonight and 
tomorrow night, have a thought for those 
who paid for this huge gap in our 
psycho-social structure, victims of an 
unfinished, senseless war between 
gender. May they all rest in peace... 
G’night people -- FLIP, in a weird 
mood." That was my little own editorial 
comment, which first appeared on 
CyberNet Gateway, the night of 
December 6th, 1989. 

CIP 
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RE:Response to UH?! 


In response to some 
confusing matters in the Uh?! 
section of issue #4, Rico, Konda 
and Bron have "acquired" a pod to 
make their escape from the SDF-1 
in episode 20. Trained spies could 
do this, especially if the pod is on 
low level power, and kept only for 
familiarization. On page 57 
"BATTLEHYMN" Book #4 by 
Jack McKinney, this is the 
explanation. As for episode #24, 
Rick is using PROSIGNS. There is 
such a thing. I asked a friend who 
is a HAM radio operator who says 
that it is an advanced form of 
morse. Look, I know that 
McKinney uses it in FORCE OF 
ARMS page 30, but it is a 
legitimate, advanced form of 
morse. After these UH?!s I say 
"Who cares?", this series is still 
dearly missed by more people than 
you could imagine. 

I have a question that I must 
know. There is an incredibly cute 
Quadrano pilot on page 8 of #3 of 
your fanzine. There is no credit 
listing for her or the artist that did 
her. UH?! Who did her? Is that 
Kazianna Hesh? I must know! 

Sincerely, 

Michael J. Kesely 
Phillipsburg, NJ, USA 


- When Alain and | do the 
UH?!s, we only use what the 
animated series gives us, not 
Jack’s books. They came 
AFTER we started the UH?! 
section, a few years back when 
P.A. was still a small thing. As 
for PROSIGNS, there’s only so 
much you can say with a 
flashlignt during 10-20 seconds, 
no matter what the code. Shall 1 
get into the mathematics of it?? 
Naaawh. Who cares, we’re only 
having fun, here. That’s what 
UH?! is all about. Don’t worry, 
we KNOW how much Robotech is 
missed. WE get to read all these 
letters YOU folks are sending us, 
you know. |CJP: the "quadrano 
pilot" is an unknown Zentraedi 
from Azonia Staff, Macross 
Perfect Memory, p. 129; same 
thing for the Jason drawing in 
p-11 of the same issue (MPM, p. 
126). Sorry to have forgotten 
those credits]. 


Dear Sir, 
Over the past few years, 


Robotech and anime fans have been 
disheartened at the lack of 
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innovation of Harmony Gold with 
respect to the production of 
Robotech II: The Sentinels for 
television viewing. 

My name is Rob Hull and I 
am a Junior in high school. I see 
that many people are still trying to 
urge Harmony Gold to finish 
producing The Sentinels. Unless 
Robotech fans are brought together, 
however, I feel Harmony Gold may 
not see how many people there are 
that want to see The Sentinels 
finished. My plan is to bring 
together fans in an attempt to push 
Harmony Gold to the fact that the 
series should be made. 

In the past, others have 
urged "techies" to send letters to 
HG so there will be a wave of 
letters flooding their offices. What 
I am proposing is that the people 
write out letters addressed to 
Harmony Gold, but send the letters 
to me. Then after a certain date, I 
will collect all the letters I have 
received, and ship them to HG. 
This way, they will receive, for 
example, 600 letters at one time as 
opposed to 100 letters a month for 
6 months. I feel that this will have 
more of an impact on HG’s 
executives. 

I am presently sending 
copies of this letter to as many 
fanclubs, anime selling stores, and 
any other anime related businesses 
I can, in the hopes that they can 
help spread the word to fans. 
Without help from businesses, 
fanclubs and fanzines, this project 
will not work. 

What I ask of the fans is that 
they send a letter urging HG to 
finish producing the Sentinels. 
Also, spread the word about this to 
any fan, fanclub, fanzine business 
or computer BBS you know of to 
encourage as many people to write 
as possible. The more the better. I 
call computer BBSes and can be 
contacted on Generic BBS at (201) 
389-8473 under the handle "Rob". 

Please send your letters to: 


Harmony Gold 
c/o Rob Hull 
118 Silverside Ave 
Little Silver, NJ 07739, USA 


All letters MUST be 
received by May 1, 1990 to be sent 
to Harmony Gold as part of the 
package. Please include a return 
address on the envelope. 

Rob Hull 
Little Silver, NJ, USA 


- This is an initiative we, at 


7 


GrITERS 


P.A., feel obliged to encourage. 
We urge you to write to Rob and 
help him (and yourself at the 
same time) get this project done. 
It may not work, of course. But 
what if it does... It all depends on 
you. 


Dear Editors, 


My name is Kevin Lin and I 
am an 18 years old japanimation 
fanatic. I love to watch 
japanimation movies and draw 
mechas. I have bought several 
issues of NewType Magazine and I 
loved it even though it was written 
in Japanese. There are some 
comments and criticisms that I 
would like to make about your 
magazine. 

First of all, I feel that you do 
not cover enough about 
japanimation in your magazine. 
The ratio of information about 
Robotech to that of japanimation is 
approximately 9:1. I would really 
like to see that ration increase to at 
least 7:3. This brings me to my 
second comment. 

I really believe that 
Robotech has been too much 
“americanized", it has lost its 
japanese heritage. I have seen 
Macross the Movie and it looked a 
lot better than the Robotech series 
in art, music and story. The art in 
Robotech is terrible compared to 
the movie. The coloring leaves 
much to be desired and the songs 
are not nearly as good as the movie. 
Using your editor’s own rating 
system I would have rated 
Robotech as LM. I think that Mr. 
Carl Macek should never have 
changed the movie and kept it the 
way it was. A lot of expert 
mechanical artists would agree with 
me. 

And, lastly, I do not 
understand why you would devote 
almost an entire magazine to 
Robotech. Don’t get me wrong. I 
like Robotech, I have seen every 
episode. But I think that there are 
many japanimation movies that are 
a lot better than Robotech. | agree 
that some japanimation movies are 
bogus, but a lot of them can make 
Robotech look like (excuse my 
bluntness) cheap junk. For 
example, I’ve just finished 
watching MEGAZONE 23 PART 2 
(English version) and MOBILE 
SUIT GUNDAM 0080: WAR IN 
THE POCKET, and they make 
Robotech look like child’s play. 
Using the rating system I would 
rate both of them as UU. In fact I 


believe the reason why most of the 
people like Robotech is because 
they have not seen anything else 
but Robotech and they believe that 
Robotech equals the best of 
japanimation. I would guarantee 
that if these people take a look at 
some of the other great movies 
such as the two I mentioned, a lot 
of them would totally forget about 
Robotech and tum to japanimation. 
Other than those mentioned 
above, I believe that you have a 
great thing going and I look 
forward to seeing Robotech If: The 
Sentinels. I hope it is better than 
the Robotech series. | would really 
like to see some of the comments 
take effect. You would probably 
not print this letter because it is a 
letter of criticism. But I must write 
to tell you how I feel. Please read 
this letter and reply. 
Yours sincerely, 
Kevin Lin 
Toronto, ON, Canada 


- Sorry to prove you 
wrong, but we DO print letters 
that criticize; we’ve done it 
before and we do it now. You’re 
not the first one who sends us 


comments about us publishing 
too much Robotech-oriented 
material. I must agree with you 
on some points, namely that 
Macross the Movie is much better 
than the animated series. True, 
too, that Megazone 23 part IT and 
Gundam 0080 are better than 
Robotech. True, there are a lot of 
OVAs out there that more than 
compete with Robotech [CJP: and 
I’ve noticed that series’ 
animation quality is always less 
spectacular than OVA’s]. Still, 
I?ll remind you that almost 
NONE of them were done 
BEFORE Robotech. To many 
fans in America, it was that series 
that triggered an interest for 
japanimation. We, at P.A., are 
among these people. And so are 
a lot of our readers. Robotech is 
a door that opens to a wider 
world, a much broader universe, 
that of japanimation. We have 
entered it a few years back and so 
will, hopefully, our readers. We 
DO plan to publish more about 
japanimations [CJP: I think this 
issue prove it] but we wouldn’t 
forsake our Robotech origin for 
that. Besides, Robotech is much 
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more accessible for anyone out 
there in the streets than a 
japanimation tape which is worth 
a hundred US bucks, often a lot 
more. It’s the best introduction 
to japanimation anyone could 
wish. By the way, thanks for the 
Project Zeorymer mecha! 

Before | forget, there’s a 
little something I’d like to ask the 
readers out there. I’m actually 
trying to make a japanimation 
synopses compendium. If you 
have a synopsis of an OVA, any 
OVA, please be so kind as to send 
me a copy at P_A. I'll return you 
an updated list of those } have. 
Eventually, that list will be 
published here, in P_A. 

Also, a lot of you people 
send me/us mail asking for a 
reply. Since mailing money 
usually comes out of my pockets 
(and I’m but a poor student!), 
please include a SASE with 
CANADIAN stamps or 
International Reply Coupon. It’ll 
make my life that much easier 
and will GUARANTEE that you 
get areply. Lastly, a big "Hi!" to 
the Flying Tigers. 

Jean Carriéres 


\y 
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Milind G. Shah 
86-34 St-James Ave, Apt D-2 
Elmhurst 
NY 11373 
USA 
[Robotech] 


Natato Shepard 
436 D Street (7) 
Anchorage 
AK 99501 
USA 
[Robotech] 


Josh Geurink 
10621 Riverlake CT. 
Mequon 
WI 53092 
USA 
[Robotech and RPG] 


Chris Cascio 
4730 N.W 6 CT. 
Miami 
FL 33168-3141 


USA 
[Penpals/Clubs listing] 


Ron Olmos 
13157 April Dr. 
Riverside 
CA 92503 
USA 
[Robotech] 


Please, PLEASE, use capital letters for your 
addresses! {! 
Jean Carriéres 


Here is a list of clubs involved with japanese 
animation which you should check, in 
addition to those we already published in #6 
of P.A. Please send a SASE to those addresses 


to improve your chances of answer. Please- 


also take note that this kind of organization 
evolves very rapidly and some addresses 
could already be outdated. Thanks to Paul 
Blair of Denver Anime International for 
providing the list. If you run a club 
somewhere out there and were not listed in #6 
of P.A. or in this issue, or simply know about 
one, please send us your address (and/or 
newsletter) and we'll gladly publish it. 


Alain Dubreuil 


CLUBS: 
Animation Club 
P.O. Box 87 
Rahway, NJ 07065-9999 


The Animation/Fantasy Assoc. 
695 West Inman Ave. 
Rahway, NJ 07065 


Anime Circle of Enthusiasts 
Mark Keller 
25805 Calaroga Ave. 
Hayward, CA 94545 


The Anime Club 
John Chen 
400 E. 30th #201 
Austin, TX 78705 


Anime Connections 
Jo Amie 
4613 S.E. Rex Dr. 
Portland, OR 97286 


Anime Fandom Organization 
Robert Simmons 
2525 N.W. 20th St. 
Oklahoma City, OK 73049 


Ann Arbor Anime Organization 
Tim Eldred 
31340 Tamarack #6313 
Wixom, MI 48096 


Carolina Anime Theatre 
Ted & Debbie Delorme 
1721 Ashley Hall Rd. #6-S 
Charleston, SC 29407 


Animated Film Association 
Jim Reddy 
4970 Isle Royal Ct. 
Stone Mountain, GA 30088 


Club Anime 
Melvin Jew 
2914 Triway 
Houston, TX 77043 


Dayton Animation Club 
Rick Martin 
1120 W. Fairview Ave. 
Dayton, OH 45406 


Denver Anime Intemational 
Paul Blair 
6900 E. Evans #135 
Denver, CO 80224 


Eiko Magami Project 
10379 Lansdale Ave. 
Cupertino, CA 95014 


The Greater Chicago Megazone 
D.B. Killings 
P.O. Box 59167 
Chicago, IL 60659-0167 


Group Santa Cruz 
309 Cedar St., #42 
Santa Cruz, CA 95060 


Indiana Club 
Gary Weir 
359 E. Washington St., #211 
Indianapolis, IN 46204 


Japanese Animation Network 
Roy Bruce 
9056 W. Broad St. #308 
Tuckerneck Shopping Center 
Richmond, VA 23229 


Japanimation USA 
Todd Allis 
2816 Sontiago Rd. b 
Fullerton, CA 92635-2744 


Michiana 
Jason Saylor 
4933 York Rd. 
South Bend, IN 46614 


Michigan Japanese Animation Fan Club 
Bill Hupe 
6273 Balfour 
Lansing, MI 48911 


North Bay Anime 

Todd McCullock 

1058 Eleanor Ave. 
Rohnert Park, CA 94928 


Northwest Anime Society 
P.O. Box 68572 
Seattle, WA 98168 


Panime 
Paul Ryan 
603 Southwest Parkway #112 
College Station, TX 77840 


Rocky Mountain Fanimation 
6325 Delmonico Dr. 
Colorado Springs, CO.80919 


= SHAPING OF PROTOCULTURE 


SDF-Fort Worth 
Karen Helmer 
4928 El Campo #217 
Fort Worth, TX 76107 


M.A.N.G.A. 
Ken Wolff 
412 Greene Ave. 
Winnipeg, Manitoba 
Canada R2K 0M1 


Prince Planet Foundation 
David Merrill 
3314 Ann Rd. 
Smyma, GA 30080 


F.A.S.T. 
Jack Thielpape 
809 Salem Ln. 

Austin, TX 78753 


Anime Keiken 
1816 Third Ave. 
Amold, PA 15068 


Space Liner Titanic 
Michael Birchfield 
6501 North Woodlynne Ave. 
Tampa, FL 33614 


Anime Club of Michigan 
P.O. Box 090262 
Rochester, MI 48309-0202 


Neo-Dallas 
Robert Jenks 
915 St Paul Dr. #235 
Richardson, TX 75080 


Paul Pilkington 
132 South Rd. 
Torrensville, 5031 
South Australia 


LA.S.F.A. 
William Brehn Jr. 
1640 French’s Ave. 
Baltimore, MD 21221 


Virginia Tech Animation Society 
L-3 Drapers Meadow 
Blacksburg, VA 24060 


DC/MD/VA Anime Organization 
Vanessa Howle 
2716 30th St. S.E. A373 
Washington, DC 20020 


Phoenix Japanimation Society 
Tom Perry 
3241 E. Alatadena 
Phoenix, AZ 85028 


St Louis Animation Fandom 
Mike Eastman 
1681 Sherwood Forest Dr. 
Florissant, MO 63031-1556 


Valley Japanese Animation Society 
Lee Dunning 
15457 N. 38th Way 
Pheonix, AZ 85032 


EDC Space Battleship Iscandar 
Larry Stewart 
685 S. Prospect Apt. J 
Ravenna, OH 44266 


EDC Space Battleship Musashi I 
Joe Brubaker 
195 The Alameda 
San Anselmo, CA 94960 


EDC Space Destroyer Nightshadow 
Lance Harlock 
1005 Mississippi 
South Houston, TX 77587 


UF?! CHRONICLE OF THE ODD & BIZARRE... 


The Masters 
Episode one 


During Marie Crystal’s 
first fight in space, we see many 
mechas looking very much like 
transformable choppers. Since 
the AJACS are not supposed to 
appear before later in the story, 
one can only assume that this is 
either a VERY early model or 
that they came from the future. 
Is that what we call "technology 
of the future"?... 


Episode two 


Angelo seems to know 
already who the enemy is, cal- 
ling them Robotech Masters, 
BEFORE the High Command 
itself is aware of that. He must 
be able to feel the "stinking" 
presence of his “good pal" 
Zor... 


When Dana spends the 
night outside, right after the 
altercation with Marie Crystal’s 
squad, she meets a pollinator in 
the streets. Just thought we’d let 
you know. 


The communication offi- 
cer attached to Captain Komo- 
do’s missile launching unit is 
called Sparks. Maybe you can 
recall the Seaview communica- 
tion officer being called that 
way too. In fact, it’s a kind of a 
SF cliché to call a communica- 
tion staffer Sparks, at least to us 
and maybe to those good ol’ 
Robotech story writers. 


After the combat against 
the bioroids, the ATAC 15 is 
resting in the lounge. We pre- 
viously heard Gen. Emerson 
mention that CAPTAIN Philips 
should be congratulated for a 
job well done. Next, we see 
Sean being brought back from 
the brig while Nova mentions 
that “Lieutenant Philips has 
been demoted to Private 2nd 
class". The more people talk 
about him, the more ranks he 
loses. 


Episode three 


Right at the start of this 
episode, we hear an announce- 
ment to the people of Earth 
mentioning the arrival of a 
RENEGADE Master ship and 
that, from intercepted commu- 
nications from within that ship, 
they are descendants of Zor, the 
originator of the science of Ro- 
botechnology. It seems they 
know MUCH more at the be- 
ginning of this series than they 
show later on when Zor is 
around... 


Episode four 


When Marie gets the 
shuttle near the Masters’ mo- 
thership to avoid enemy fire, we 
see the earthship moving just 
under the alien. At the same 
time, the radars on Earth are 
loosing track of the shuttle until 
they are saying that it is on TOP 
of the Masters’ mothership. 
We’re getting upside down 
around here, catching space 
sickness! 


We were mentioning, pre- 
viously, that the episode writers 
were men versed in the SF clas- 
sics. Here’s another one: When 
Marie Crystal suits up and 
wants to go outside the shuttle, 


she says “Open pod bay doors", 
a direct reference to "2001: A 
space odyssey" when Dave says 
the same thing to HAL. Of 
course, it COULD be a coinci- 
dence and we fully realize that 
but since this is a combat epi- 
sode, we’re desperate for any- 
thing. Besides, Dana herself 
uses “cargo bay door", not 
"pod" so it tends to prove our 
point. 


Episode five 


When going out for a 
night drill to rescue Bowie, 
Dana and her squad go out of a 
tunnel with their hovertanks. It 
looks like it’s VERY sunny at 
the end of the tunnel when in 
fact it is very late in the evening 
\night and pitch dark. I guess 
Dana had a “bright" idea... 


Episode six 


Zor this, Zor that; it 
seems Emerson knows him very 
well. Without having ever any 
communication with the Robo- 
tech Masters, it seems he is 
much informed about Zor being 
very important to the Masters’ 
plans. Really, now, where does 
he get all this?... 

Jean Carriéres 
Alain Dubreuil 


“WHEN WAS THE LAST TIME You HAD THIS THING TUNED?" 
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“THE MAN IN MY LIFE" "THIS IS MY TIME TO BE A STAR" 
Lyrics by: Arlon Ober Lyrics by: Arlon Ober 
Music by: Ulpio Minucci Music by: Ulpio Minucci 
Voice by: Minmei (Reba West) Voice by: Minmei (Reba West) 
Now that I’m sure I've found Stage lights flashing 
The Man in my life The feeling’s smashing 
| spend the days alone chasing a dream My heart and soul belong to you 
Why do | hope and pray And I’m here now singing 
That he will care All bells are ringing 
He never stops to see I’m even there My dream has finally come true 
Why do | love him so? Lo Stage fright go away 
He lives in a cloud This is my big day 
Why can’t he hear my heart THIS IS MY TIME TO BE A STAR 
When it’s shouting out loud And the thrill that | feel 

Is really unreal 

If he could only see | can’t believe Kve come this far 
How | feel deep inside THIS IS MY TIME TO BE A STAR 


He might come home and stay here by 
[my side jf 
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"TOGETHER" 


Lyrics and music by: Randall Rumage 
Voices by: Minmei & Janice (Sunny Hilden) 


There’s magic in the air tonight. 

The moonlit stars are burnin’ bright. 

Your face glows by the candlelight. ey 
It's all because tonight's the night. 


Now hold my hand and take this ring, 5} Fey 


As we unite in harmony. er er, 

We can begin to live the dream, o Ss 

The dream that’s meant for you and me... A\ SS at / 

To be Ak If; : 

XN 

| TOGETHER, FY | =. / } } 

For the first time in our lives, “a SY / "/ ( i 

It’s us ps fn 

TOGETHER, EP: Kel lh, § 

As married man and wife. N Sars , j 

We'll stay i & : wr” f {/ \ 

TOGETHER, eo GAs Ay /} 

From now on, until death "do us part", / } 

And even then | hope in heaven we're 6A > (i 

TOGETHER. Z / 


| promise to be always true, 

until the very end with you. 

In good times and in bad times too, 
| know that we can make it through. 


As one united, we'll be strong, 
Because together we belong, 

If | could sing to you a song, 

I'd sing of love that won't go wrong, 
If we’re 


TOGETHER, 

We'll make a brand new life for us, 
TOGETHER, 

As married man and wife, we'll stay 
TOGETHER, 

From now on, until "death do us part", 
And even then | hope our heaven lasts 
Forever. 


We'll stay 

TOGETHER, 

From now on, until "death do us part”, 
And even then | hope our heaven lasts 
Forever. 


| know forever 
We will always be 
TOGETHER. 


All Lyrics are Copyright 1985, 1986 Harmony Gold 
Music. All Rights reserved. 
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FOR THE ROBOTECH RPG 
RANDOM HIT LOCATION TABLES (3) 
SOUTHERN CROSS 


s you seem to like it very RANDOM HIT LOCATION — you tables for the Southern 
{\ much, we continue the TABLES created by William S. Cross and Robotech Masters 
publication of the H. Kludy. This time, we give mecha. CJP 


Side : Top : Bottom 
01-08 01-04 01-04 


Nose Tri-cannon (Main Body) 07-14 09-14 05-09 05-09 
Upper Arms (Main Body) 15 01 15-20 10-15 10-15 
Forearms (Upper Arms) 16-17 02-10 21-30 16-25 16-26 
Hands (Forearms) 11-13 

Legs (Main body) 18-21 14-29 31-46 27-38 
Main Engine Thruster 

(Main Body) 30-52 47-57 26-36 
Wings/Shields (Forearms ) 22 53 58 37-43 39-44 
Tail Fins (Engine Thruster) 23 54 59-63 44-47 45-48 
Pilot Comp. (Main body) 24-52 55-65 64-75 48-69 48-69 
Main Body (Pilot Comp.) 53-00 66-94 76-98 70-00 70-91 
EU-20 (Hands) 95-00 99-00 92-00 
LOGAN (Guardian Mode) : Front : Back : Side : Top : Bottom 
Forward Lasers (Main Body) 01-04 01-04 01-04 01-04 
Nose Tri-cannon (Main Body) 05-09 05-09 05-09 05-09 
Upper Arms (Main Body) 10-15 01-05 10-12 10-13 10-13 
Forearms (Upper Arms) 16-27 06-17 13= 1.6 14-16 14-18 
Hands (Forearms) 28-31 18-21 17-19 17 19-21 
Legs (Main body) 32-53 22-43 20-40 22-35 
Main Engine Thruster 
(Main Body) 54-56 44-56 41-52 18-29 36-45 

Wings/Shields (Forearms ) 57 57 53-59 30 46 
Tail Fins (Engine Thruster) 58 58 60-62 31-32 47-48 
Pilot Comp. (Main Body) 59-72 59-64 63-75 33-79 49-59 
Main Body (Pilot Comp.) 73-94 65-94 76-94 80-94 60-95 
EU-20 (Hands) 95-00 95-00 95-00 95-00 96-00 


AJAC (Helicopter Mode) : Front : Back : Side : Top : Bottom: 


Head (Main Body) 01-05 01-06 01-05 
Arms (Main Body) 01-05 07-14 01-03 06-12 
Hands (Arms) 06-08 

Arm Turbo Thrusters (Arms) 09-15 15-21 04-06 13-21 
Legs (Main Body) 14-20 22-33 07-10 22-38 
Tail Section (Main Body) 06-07 21-26 34-41 11-18 39-44 
Tail Fins (Tail Section) 08 27 42-44 19-21 45-47 
Blades (Rotor) 09-12 28-31 45-48 22-30 48-52 
Rotor (Main Body) 13-21 32-41 49-58 31-43 

Wings (Main Body) 22-25 42-44 59-60 44-53 53-69 
Missile Pods (Wings) 26-30 45-49 61-68 54-57 70-78 
Forward Head Laser (Head) 31-33 50 69-72 58-59 79-81 
Arm Pulse Laser (Arm) 82-85 
Pilot Comp. (Main Body) 34-50 73-83 60-75 

Main Body (Pilot Comp.) 51-00 51-00 84-00 76-00 86-00 


AJAC (Battloid Mode) : Front : Back : Side : Top : Bottom 
Head (Main Body) 01-07 01-07 01-07 01-09 

Arms (Main Body) 08-15 08-15 08-15 10-12 01-07 
Hands (Arms) 16-19 16-19 16-18 13-14 08-12 
Arm Turbo Thruster (Arms) 20-25 20-25 19-24 15-16 13-18 
Legs (Main Body) 26-42 26-42 25-41 17-25 19-40 
Tail Section (Main Body) 43-44 43-47 42-45 26-27 41-43 
Blades (Rotor) 45-48 48-53 46-49 28-31 44-47 
Rotor (Main Body) 54-60 50-58 32-40 48-56 
Wings (Main Body) 49-52 61-64 59-61 41-50 57-62 
Missile Pods (Wings) 53-60 65-72 62-68 51-54 63-75 
Forward Head Laser (Head) 61-63 73-75 69-71 55-56 

Arm Pulse Laser (Arm) 64-69 76-81 72-76 57-59 76-81 
Main Body (Pilot Comp.) 70-00 82-00 77-00 60-00 82-00 
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ATAC HOVERTANK 
(Transport Mode) 
Headlight (Main Body) 
Hands (Arms) 
Arms (Main Body) 
Arm Sheilds (Arms) 
Legs (Main Body) 
Retractable Hover Jets 
(Main Body) 
Rear Hover Jets (Main Body) 
Main Cannon (Arms) 
Tri-auto Cannon (Arms) 
EU-11 (Main Body) 
Pilot Comp. (Main Body) 
Main Body (Pilot Comp.) 
Pilot (Pilot Comp.) 


ATAC HOVERTANK (Tank Mode) 
Headlight (Main Body) 
Hands (Arms) 
Arms (Main Body) 
Arm Sheild (Arm) 
Legs (Main Body) 
Rear Hover Jets (Main Body) 
Main Cannon (Main Body) 
Tri-auto Cannon (Main Body) 
EU-11 (Main Body) 
Pilot Comp. (Main Body) 
Main Body (Pilot Comp.) 
Pilot (Pilot Comp.) 
*Depending upon side viewed 


ATAC HOVERTANK 
(Battloid Mode) 

Head (Main Body) 

Hands (Arms) 

Arms (Main Body) 

Arm Shields (Arms) 

Legs (Main Body) 

Main Cannon (Main Body) 
Tri-auto Cannon (Main Body) 
EU-11 (Hand) 

Main Body (Pilot Comp.) 


oe 


ee 


Front 


01-10 


11-13 
14-20 


21-29 


30-34 
35-43 
44-94 
95-00 


Front 
01-10 
11-14 


15-25 
26-49 


50-56 
57-63 


64-72 
73-94 
95-00 


Front 


01-10 
11-15 
16-26 
27-46 
47-61 


62-69 
70-00 


Back 


01-10 
11-13 
14-25 


26-34 
35-40 
41-44 
45-48 


49-60 
61-94 
95-00 


Back 


01-05 
06-10 
11-33 
34-36 


37-40 
41-49 
50-96 
97-00 


Back 


01-10 
11-15 
16-26 
27-46 
47-58 


59-66 
67-00 


Side 
01-10 


11-20 
21-37 
38-44 


45-55 
56-58 


59-60 
61-69 
70-94 
95-00 


Side 
01-05 


Top 


01-02 


03-18 
19-21 


ee 


oe 


Bottom : 


01-07 
08-10 
11-39 


40-50 
51-56 


57-00 


Bottom 
01-05 


06-17 
18-19 
20-45 
46-51 
52-60 
61-69 
70-71 


72-00 


Bottom : 


01-06 
07-13 
14-24 
25-59 
60-62 
63-65 
66-70 
71-00 


BIOROIDS : Front : Back : Side : Top : Bottom 


Head (Main Body) 01-15 01-15 01-15 01-20 

Hands (Arms) 16-24 16-24 16-21 21-16 01-15 
Arms (Main Body) 25-45 25-45 22-46 27-35 16-27 
Legs (Main Body) 46-66 46-66 47-61 36-41 28-59 
Main Body 67-91 67-91 62-91 42-91 60-91 
Hand Weapon (Hand) 92-00 92-00 92-00 92-00 92-00 


ROBOTECH MASTERS“ LANDING 


CRAFT : Front : Back : Side : Top : Bottom 
Landing Claw (Main Body) 01-09 01-03 01-10 01-10 
Main Cannons (Main Body) 10-17 11-17 01-06 11-17 
Landine Feet (Main Body) 18-23 04-12 18-28 07-10 18-28 
Secondary Cannons (Main Body) 24-27 29-35 11-15 29-34 
Rotary Turret (Main Body) 28-30 13-20 36-40 35-45 
Pilot”s Dome (Main Body) 31-45 21-26 41-51 16-30 
Main Body (Pilot comp.) 46-98 28-75 52-82 31-84 46-89 
Rear Thrusters (Main Body) 76-00 83-90 85-97 90-00 
Hatches (Main Body) 99-00 91-00 98-00 
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FANIMANGA 
THE ART OF "MEGAZONE 23 PART III" 
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TOREN SMITH Interview 


A: Tell us about your 
P background in japanese 
animation; what are the 
series that marked your 
youth and how did you get so 


hooked to this japanimation 
thing? 


TS: When IT was a kid there 
were only two japanese anima- 
tion on TV, at least where I 
lived. Interestingly enough, I 
liked them both. I didn’t like 
much else that was on TV, but T 
remember liking both of the 
shows. One of them was Kimba 
the White Lion, one of Tezuka’s 
works, and the other one was a 
show 
Marine Boy, 
based on a 
japanese show 
called Marine 
Kid which is 
really minor 
and obscure. 
Most of the 
japanese peo- 
ple I talked to 
just never 
heard of it, 
even japanese 
animation fans; 
but we have to 
remember 
there have 
been over 500 
animation 
series in Japan 
for the past 20 years, so it’s 
hard to remember them all. So 
that’s pretty much what IJ 
remember of when I was a kid. I 
remember liking Kimba quite a 
bit. I would actually hurry home 
from school so I could watch 
that one. As far as getting 
turned on more recent stuff, 
what happened was that I 
moved from Calgary to 
California. I was living with a 
friend of mine in N. California 
and she was a very popular 
SF/Fantasy artist. One of her 
fans came up to visit her and 
said, “have you ever seen 
japanese animation? You got to 
see it, it’s great!". So we went 
to his grandmother’s house 
where he was staying and 
watched japanese animation. He 
showed us Cagliostro Castle, 


Called germs ‘ 


the Miyazaki Lupin film. It was 
subtitled in English. We were 
all just completely blown away 
by that. He also showed us 
Phoenix 2772, the Australian 
dubbed version which didn’t 
impressed us as much but was 
still pretty good. When we 
came back the next weekend, he 
showed us Crusher Joe, some 
episodes of Urusei Yatsura and 
a couple of other things like 
that. My friend and I were 
completely astonished to find 
out that this stuff existed since 
we had never heard of it. And 
he told us about the C/FO. The 
person who did all this was 


James Hudnall, who of course 


is now writing for Marvel 
Comics. He does Alpha Flight, 
Strike Force Morituri and 
recently did Luthor for DC. It’s 
kind of interesting that he was 
the one who started us all on it. 
So, it’s pretty much how I got 
into it. And then from there, of 
course, I got interested in the 
manga itself. 


PA: What were your first 
involvements with the 
animation fandom in this 
country? 


TS: What happened was, James 
Hudnall decided he liked the 
area up there so much (we are 
living in Santa Rosa, around 
that very nice area about 50 
miles north of San Francisco, 
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the Sonoma county with a lot of 
wineries around) that he wanted 
to move there. He was still a 
computer programmer at that 
time. He packed up everything, 
bought a house, and moved up 
there but he missed going to the 
C/FO meetings that they were 
having down in Southern 
California. I mean this was 
when the C/FO really did 
something, when people were 
still getting involved doing a lot 
of things. So we started a C/FO 
chapter -- he started it and I 
came in to help out on it. I was 
working as a computer 
programmer at that time as 
well. So I started 
helping him out 
by making trans- 
lation booklets. I 
would just take 
sheets of 8 by 
11 paper, and 
use the IBM Se- 
lectric typewriter 
at work to pro- 
duce a master 
copy, switching 
the balls to make 
different type- 
faces. I’d paste 
in drawings 
clipped out of 
animation maga- 
zines, then xerox 
it off on the 
Photo: CIP | : 

__{ company machi- 

ne when no one was around, 
fold it over once, and we’d give 
them away at the meetings. A 
lot of people would come and 
watch all different kinds of 
animation. I started collecting it 
about that time too. Then I got 
contacted by a friend of mine, 
John McLaughlin, who is a SF 
fan and was putting on Baycon. 
He asked us to do an animation 
room, which was very pro- 
gressive of him because at that 
time not many people had ever 
done one. That was Baycon 84. 
We had mst a little tiny room -- 
a room where the beds fold up 
into the wall. Well, it was 
jammed, it was absolutely 
packed with people, from the 
time it open till the time it 
closed. John saw this and said, 
“God! It looks really popular! 


Next year, we'll have a bigger 
room". So in ’85 we had a much 
bigger room. That was the first 
year I put together one of those 
animation booklets. It was 
stapled together, it was 20 
pages xeroxed on both sides, 
some of them were blue, most 
of them were yellow and I got 
Lela Dowling to draw a really 
nice Lum on the front. That was 
the booklet that started 
everything off. Again the room 
was absolutely packed from 
morning till night. So John said, 
“OK, next year what if we run it 
24 hours? Ill give you a huge 
budget so you can rent 
all the stuff you want, 
buy all the films you 
want and print a really 
nice booklet". I 
contacted Steven 
Johnson, and after I’d 
written all the synopses, 
I drove down to his 
office and we worked 20 
hours a day for three 
days putting everything 
together. It was original- 
ly printed with a black 
and white cover, but 
when Books Nippan 
asked us to reprint it a 
few months later, we had 
Lela Dowling color her 
original cover illustra- 
tion. So that was the big 
Baycon ’86 book. I real- 
ly wanted to do an 
expanded version, I 
really did. I had plans for 
it; Yasuhiko even did me 
a cover -- I got it at 
home on my wall in a 
frame; Miyazaki’s also 
doing one for me, but 
I’m not sure now when 
I’m going to have time to do the 
book -- it might not be for 
years. Besides, with all the 
subtitling that’s being done, and 
the english versions coming out, 
the need for such a book isn’t as 
great as it once was. Anyway, 
that was how I got involved in 
BayCon and came out of that. 


PA: What brought you to Japan 
and how did Studio Proteus 
start? 


TS: What happened was that I 
had been in pretty close contact 
with Frederik Schodt who wrote 
Manga! Manga! He called me 


up and said, “look, a friend of 
mine wants to start publishing 
japanese comics in America, 
can you help him at all?" I said, 
“well maybe". So I got into 
contact with this person, Seiji 
Horibuchi who is now president 
of Viz comics. At that time he 
was running his own company 
called Green Communications 
which was doing location 
research for movies and stuff 
like that; he had nothing to do 
with comics at all. He had a 
connection with Shogakukan. 
He talked about it a little bit, he 
asked my opinion on a few 


"T got into contact with (...) 
Seiji Horibuchi who is now 
president of Viz comics. (...) At 
that time, I had figured that I 
would just work for Viz asa 
translator. (...) Seiji wanted 
someone to copublish with in 
America, so I said: "you 
should go with Eclipse" . (...) I 
gathered up a bunch of stuff I 
really wanted to get the rights 
and publish in English. (...) 
"Well", he said, "we can’t do 
anything that isn’t Shoga- 
kukan, right now." So I went 
off and got them myself. (...) 
That was the big split between 
me and Viz and that’s why I 
decided to start Studio 
Proteus." 


things. A couple of years earlier, 
James Hudnall had been working 
part time for Eclipse Comics as a 
Marketing Director. He was 
pushing them to get Akira and 
Lone Wolf and Cub. We didn’t 
realize at that time that First 
comics was also negociating for 
those. But no one was really 
interested in japanese comics 
back then; they didn’t think it 
could sell. I started talking to 
Seiji a lot. For about a year we 
talked about it, and made various 
plans. More and more I felt that I 
wanted to go to Japan. This was 
something I really wanted to do. 
To go to Japan, meet some 
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people and see what it was like. 
At that time I had figured I 
would just work for Viz as a 
translator. Seiji was saying that 
I’d do Urusei Yatsura and all 
sorts of other stuff. I finally 
packed up, sold everything, quit 
my job, took all the money I 
had and went to Japan. I went 
over there with James Hogan, 
the SF writer. We went to the 
Daicon SF convention. We flew 
to Tokyo, spent two days there 
meeting with publishers and 
then flew directly to Osaka for 
the convention. At Daicon V, I 
met with Tezuka, Mamoru 
Oshii, Mamoru Nagano; 
I just met this incredible 
list of people and that 
was it. Once I made the 
contacts, I could start 
talking to people about 
things. I didn’t actually 
start working on Kamui 
until early ’87. Back in 
early °86, Seiji had 
decided, based on my 
recommendation, that he 
should co-publish the 
books with an already 
established American 
company. So I said: “you 
should go with Eclipse 
because they are interes- 
ted and because they are 
close" (they are very 
close to San Francisco, 
about 75 miles north). 
Seiji kept telling me, 
during the fall of ’86, 
“Don’t worry, we'll give 
you Kamut, and we’ ll 
give you another book, 
Mai or Area 88. That 
way you’ll have two 
books so that you can 
survive while living in 
Japan doing them". I finally got 
a letter from James Hudnall 
telling me he’d been given Area 
88 and Mai and Viz had never 
even told me in my face. So I 
was stuck in Japan with only 
Kamui to live on. It wasn’t 
enough; I mean I would have 
starved to death. So I merely 
had to start doing things on my 
own. So I gathered up a bunch 
of stuff I really wanted to get 
the rights to and publish in 
English. And I took it to Seiji 
and said: “look, these are things 
we should get. I could help you 
get them and if I do, you’ll have 
to give me the translation work 


on it". "Well", he said, "we 
can’t do anything that isn’t 
Shogakukan, right now; we 
have to do only Shogakukan 
works". "OK, fine, fair enough. 
We can’t wait on these things or 
other people will get them". So 
I went off and got them myself. 
I got Appleseed, and a bunch of 
other things. When I told Seiji, 
he got really mad at me. So I 
did Kamui for him but I never 
did anything else. The only 
reason I’m doing Nausicad now 
is because Miyazaki insisted 
that I work on it. That was the 
big split between me and Viz 
and that’s why I decided to start 
Studio Pro- 
teus. One 
thing IT reali- 
zed is that [ 
wasn’t going 
to get the 
rights to any- 
thing unless I 
could fool the- 
se people into 
thinking that I 
was a real 
company. 1 
got a very ex- 
pensive suit, 
spent most of 
my last money 
on it, so I 
would look 
very profes- 
sional, and T 
got some real- 
ly nice busi- 
ness cards. I 
planned eve- 
rything out. | 
would go to 
them and 
show them the 
business card. They'd see the 
business card and they’d see the 
suit and they'd figure “this guy 
must know what he’s talking 
about". That’s all it was. And of 
course I had copies of the 
stories I’d written for Epic and 
Eclipse and other people like 
that. So that’s how Studio 
Proteus really got started -- an 
expensive suit, a nice business 
card, an a line of B.S. I 
contacted the Appleseed people 
first of all and they were very 
interested. Also at that time we 
were negociating for Nausicaa 
so all I had to tell people was 
that we were doing Nausicaa 
and immediatly everyone would 


Photo: CJP 


say “you must be a big 
company, if you’re doing 
Nausicaa" because everyone 
Knows Nausicad there, it’s the 
Watchman of Japan, everyone 
knows it. So after that, things 
started to fall into place, and 
Studio Proteus was off and 
running. 


PA: What is the feedback of 
readers on your present 
projects? 


TS: It depends on how you 
count feedback. Most letters 
you get are positive because 
most people who don’t like 


something, hate it, or got pissed 
off at it, won’t write in; they'll 
just grumble to their friends. 
But if they like it, they’I] want 
to write, show their approval 
and maybe get published; so 
most of the letters we get are 
positive. From talking to other 
writers about how fan mail 
‘ends to run, I’ve determined 
that, actually, the negative mail 
on all of our series is very low, 
much lower than the average. 
So I think we must be doing 
something right. As far as sales 
go, all of our books are selling 
much better than the average 
B&W comic: the average B&W 
sells about 6000 copies. 
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Appleseed and Dirty Pair are 
selling close to 30,000 copies, 
which is very good. Our lowest 
seller is Cyber 7 but that’s 
catching on and sales on 
everything are going up. 
Outlanders is selling 500 to a 
1000 copies more each month 
as the series goes on; this is 
almost unheard of in the comic 
industry. Cyber 7 is also selling 
more, about 250 additional 
copies every new issue. The 
only thing we’re getting a lot of 
flack on of course is Dirty Pair. 
A lot of people don’t like the 
fact that we changed the 
character designs and that they 

, are too different 
from the TV se- 
ries. I said it a 
million times be- 
fore but I’ll say it 
again: we had no 
choice on that, 
we had to change 
them. If they 
don’t like what 
we’ve changed 
them to, well 
that’s a decision 
that only the indi- 
vidual reader can 
make. If they 
don’t like it, they 
really don’t have 
to buy it because 
we have to do 
what we want to 
do. Otherwise, 
we can’t do the 
best job we can 
on it. You have 
to want to be 
doing something; 
if the readers 
want you to do 
this or ‘that, you feel like you’re 
being pushed around. It’s either 
the readers like what you do or 
they don’t but I don’t think 
people will go farther ahead if 
they try and do what the readers 
want. Once you do that, almost 
invariably, you’re sunk. You 
can never guess. We’re making 
30,000 people happy, I know 
that much. I think that maybe 
rather than try to make happy 
the two or three people that 
write in every month -- that’s 
about all we get, maybe two or 
three very negative letters every 
month (although there must be 
much more people out there 
who don’t like it) -- so I mean 


rather than trying to make those 
200-300 people happy at the 
expense of the 30,000 people 
who like it, we'll just continue 
to make what we feel is good. 
That’s the best we can do, I 
think. 


PA: What are your near future 
projects and what are you 
thinking of for the next years? 


TS: Coming up real soon is 
Dominion. As a matter of fact, I 
should probably have a script 
waiting for me in San Fran- 
cisco. I'll start working on that 
next week. That will be out in 
October. All the covers on that 
will be by Shirow -- some 
people didn’t like the Arthur 
Adams Appleseed covers. 
Within the next month, we’ll 
probably start working on 
What’s Michael?. That’s a 
book-sized thing, about 110 
pages or so, that we’ll have 
coming out, sold mainly 
through book stores. It’s 
a very funny comic. Fol- 
lowing that, Black Magic 
will be beginning in Fe- 
bruary. What’s hap- 
pening is that Appleseed 
book three will end and, 
instead of book four be- 
ginning a month later, 
we'll have Black Magic. 
It will run for five 
months and then there will be a 
one month break and we’ ll start 
Appleseed book four. The 
reason for this is because the 
artist in Japan is very slow in 
producing the book and we 
have to space it out as much as 
we can. I’m afraid that 
Appleseed fans can’t expect to 
see Book 5 much before 
summer °92. But we’re thinking 
of publishing the "Appleseed 
Data Book", a 200-page 
encyclopedia of the Appleseed 
world. It has about 50 new 
Shirow illos and a new 48-page 
short story. We might do that 
later next year. The Venus Wars 
will be coming out from Dark 
Horse this summer, July or 
August. It’s written and drawn 
by Yoshikazu Yasuhiko, 
director and character designer 
for Gundam, Arion, Song of the 
Wind and Trees and other films 
like that. I’m sure every ani- 
mation fan knows Yasuhiko. 
We will be doing that probably 
for Dark Horse, on a monthly 


basis. It will run about 40 pages 
an issue and will cost about 
$2.25. It should run -- if 
Yasuhiko does what he told me 
he was going to do -- something 
between forty and fifty issues. 
About the same size as 
Outlanders. We’ve got about 
four more projects coming up 
for’90, but they’re all still 
waiting for final contracts, so I 
really can’t talk about them. 
One that I can talk about is The 
Last Continent, by Akihiro 
Yamada. It’s an hommage to 
Arthur Conan Doyle’s The Lost 
World, but takes place in the 
world of 1950’s Japan, instead 
of Victorian England. The art is 
very detailed and realistic -- it 
reminds me a bit of Mark 
Schultz’s art on Xenozoic Tales, 
with a dose of Frazetta’s comics 
work. Look for that from 
Eclipse about July or August. 
The new Dirty Pair series will 
be starting in May. This one 
will be called "A Plague of 


"The new Dirty Pair series 
will be starting in May. This one 
will be called "A Plague of 


Angels". The first issue has the 
most action we’ve ever jammed 
into a single issue of The Dirty 
Pair so far." 


Angels". The WWWA has sent 
the Pair to an out of the way 
O’Neill colony, and assigned a 
reporter to follow them around 
as they (supposedly) keep out 
of trouble and show everybody 
how nice and sweet they really 
are. I think you can imagine 
about how well that particular 
plan works out. The first issue 
has the most action we’ve ever 
jammed into a single issue of 
The Dirty Pair so far. That’s 
pretty much it for the future that 
I can talk about, anyway. 


PA: What can you tell us about 
main new things coming out in 
Japan in the near future? 


TS: I’ve been away so long, 
actually, I’m due to go back. I'll 
be going back in September. I 
know that there’re going to be a 
movie made called Maimu, 
directed by Kawamori, the guy 
who directed Macross The 
Movie and the character design 
will be by Mikimoto; Mikimoto 
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has been doing a lot of character 
designs lately and it started to 
look all the same because he’s 
doing so much work he doesn’t 
have time to really think up new 
things. But I’ve seen the 
character designs for Maimu and 
they’re going to be great. And of 
course Kawamori is just like a 
great director, so I’ve got real 
hope for that. The girl does a lot 
of riding around on a mountain 
bike in the movie and so 
Kawamori bought a mountain 
bike and he’s been learning to 
do tricks and things on it, so that 
he could direct it in such a way 
that is very convincing. That’s 
something that is coming up and 
I look forward to it. Otomo is 
working on a new film, Rosin Z, 
which is going to be -- you’re 
not going to believe this -- 
about an old man who’s gotten 
Alzheimer’s disease. He’s senile 
and he’s going to be inside a 
power suit like those in 
Appleseed or Gundam; he’s 
going to go out and do 
good deeds except he’s 
not very good at them 
because he’s senile. What 
a bizarre concept. But, 
anyway, that’s what Oto- 
mo’s got planned; we’ll 
see what happens with 
that. There’s also a ru- 
mour that Gainax, which 
did Wings of Oneamis, 
will be the one working on that. 
The Gainax folks are also doing 
a series for NHK in Japan. The 
title is, literally, Nadia’s Strange 
Ocean, but they’ve been calling 
it Blue Water in english, which 
is a lot more euphonic. The 
character designs are by 
Sadamoto (Oneamis) and 
direction by Anno (Gunbuster). 
I’ve seen the first episode, and 
it’s pretty damn good for TV 
animation. It’s heavily influ- 
enced by 20,000 Leagues Under 
the Sea. There’s another rumor 
-- that I’m not in a position to 
confirm or deny -- that Shirow 
Masamune (Black Magic Moo 
and Appleseed) will be directing 
a very high budget Appleseed 
movie; when I say very high 
budget I’m talking about the 
same as Wings of Oneamise or 
Akira, somewhere between. 


PA: Thank you Toren. 


Alain Dubreuil 


AKIRA 


kira is a story that is 

awe-inspiring on so many 

levels; originally an 

as-yet-incomplete manga 

series conceived, written, and 
drawn by Katsuhiro Otomo, Akira’s 
many manifestations all push the 
envelope and leap to the top of whatever 
category it decides to fall into. The 
original comic series ran (and continues 
to run) in Weekly Young Magazine, 
which will become a five-volume, 
1800-page maki (graphic novel) when 
completed. This maki, of which four 
volumes are currently completed, is 
unlike most others in that it is close to 
American comic-book size (most maki 
are closer to American pocket books). 
Otomo’s extreme attention to detail and 
generous use of line and sound effects 
serve to completely draw the reader into 
the story, allowing him to experience the 
frantic pace and leaving him breathless 
at the end of an instalment. Recently, 
Epic Comics began releasing a computer 
colorized English version of Akira in 
North America. While the colors are ap- 
plied masterfully and are approved by 
Otomo, they tend to blur the exquisite 
details originally wrought by Otomo’s 
pen. 
On July 16, 1988 (the same date that 
Tokyo is destroyed at Akira’s opening), 
the theatrical animated version of Akira 
opened in Japan, and went on to carve a 
niche for itself: it is one of the most 
expensive and highestgrossing animated 
films to date. Hardly surprising 
considering the . 
factors involved: 
its enormous bud- 
get, the thirty 
companies that 
did the animation 
(over 150 000 dra- 
wings); the eight 
companies (Ban- 
dai, Hakuhodo 
Incorporated, Ko- 
dansha, Laserdisc 
Corporation, Mai- 
nichi Broadcasting 
System, 
Sumitomo Corpo- 
ration, Toho, and 
Tokyo Movie 
Shinsha [TMS}]) 
that formed the 
Akira Production 
Committee; the 
200 musicians 
who wrote and recorded the soundtrack; 
the recording of the dialogue before the 
animation, allowing for smooth 
lip-syncing -- hardly unusual in North 
America and Europe, but almost 
unprecedented in Japan. Akira has also 
been translated into English by TMS, 
and is due for an American release; even 
now, test screenings are being held at 
various science-fiction conventions 
across North America [CJP: It’s now 
distributed through american theaters by 
Streamline Pictures]. 

Katsuhiro Otomo’s credits are nothing 
short of outstanding: since his first work 
in 1973 (adapting Prosper Mérimée’s 
Mateo Falcone), he has won Japan’s SF 


Grand Prix (the equivalent of the Hugo, 
and an award previously for novels 
only) for his series Domu. The Feeling 
of War, Fireball, and Sayonara Nippon 
are other stories he has worked on. He 
created the character designs for 
Harmageddon in 1983, and directed the 
“Road Construction" segment in Tales 
of the Labyrinth and the opening and 
closing scenes of Robot Carnival. In 
Akira, he acted as the screenplay author 


"Akira is one of 
the most expensive 
and highest-grossing 


animated films to 
date”. 


(along with Izo Hashimoto), director, 
scenarist, designer, and illustrator. His 
overseeing of Akira in all its forms has 
given us a consistent level of quality 
from start to finish. 


THE STORY 


1988.7.16 TOKYO 


A massive, black-domed explosion 
vaporizes most of central Tokyo and 
reduces the surrounding area to rubble. 


i 


31 YEARS AFTER WORLD WAR II 
AD 2019 NEO TOKYO 


Kaneda is sitting in a bar, the Capsule 
gang’s hangout, when Yamagata bursts 
in with the news that the Clown gang is 
in Capsule territory. They exit the bar 
and find Tetsuo fiddling with Kaneda’s 
new bike. 

“Want it? Steal your own", snaps 
Kaneda, and the gang roars off into the 
city streets. The vicious fight on wheels 
that ensues claims Capsules, Clowns, 
innocents, and the occasional car or 
window alike. Kaneda and the Clown 
leader face off: a samurai pass with 
Kaneda the victor. Both gangs take the 
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fight elsewhere when the police 
suddenly arrive. 

Meanwhile, an unusual pair dodge 
police and dog teams through the 
traffic-jammed streets of Neo-Tokyo. 
The man shoots the dogs, and drags the 
strange-looking boy behind him. The 
police corner the two and order the man 
to surrender; he responds by shooting 
out a spotlight. The police open fire, 
cutting the man down. The squad 
leader orders his men to stop firing for 
fear of hitting the boy. The man, who 
has shielded the boy with his body, tells 
him to run. Coughing blood, he raises 
his gun for another shot, and the police 
cut him to pieces. The boy’s eyes 
widen at the violence, and screams. 
Office windows shatter, falling onto the 
crowds below, who madly run for 
safety. The mortar cracks under a water 
reservoir, which falls to the street, 
dragging pieces of the building with it. 
Two anti-government activists, Kei and 
Ryu, witness the event in shock, and 
watch as the boy vanishes. 

Elsewhere, the Capsules are finishing 
off the Clowns. The fighting is taken to 
an isolated stretch of the highway, with 
Tetsuo in the lead. After dealing with 
one of the Clowns, he turns to see 
Takashi (the boy that caused the 
commotion in the city) appear right in 
front of him. Takashi throws up his 
hands in fear, and the last thing Tetsuo 
sees before he loses control is the num- 
ber 26 imprinted on Takashi’s hand. 
Tetsuo crashes, his bicycle erupting into 
flame. The other 
Capsules arrive on 
the scene and 
Tetsuo tells Kaneda 
what happened. 
Kaneda confronts 
the boy, but is in- 
terrupted when the 
sky lights up as 
army helicopters in 
the Colonel’s com- 
mand land. The 
Capsules are arres- 
ted and, despite 
Kaneda’s protests, 
Tetsuo is taken 
away. Removed 
from this, Masaru 
(number 27), a boy 
whose face is as 
wrinkled as 
Takashi’ s, ts 
hovering in small 
bubble-like floater, telling him that he 
must return with them; they cannot 
survive outside for very long. 

The next morning finds Kaneda and 
his gang in a police station. Despite the 
police officer’s ire at Kaneda’s 
smart-aleck attitude, he tells the 
Capsules to wait in the hall with the 
other prisoners, as they will soon be free 
to go -- the anti-government 
demonstrators arrested the night before 
are trouble enough. Kaneda notices Kei 
sitting in the hall among the 
demonstrators. Suddenly, a prisoner 
with a grenade screams that he intends 
to blow up the station, and doesn’t care 
if he goes up with it. Everyone panics 


and tries to run for it, but the grenade 
turns out to be a dud. Police officers 
grab the man and beat him senseless, 
and one of them takes the grenade 
away. Kaneda manages to convince the 
officer that Kei was with his gang, and 
they let her go with them. As the 
Capsules gripe about the police, Kaneda 
tries to make moves on Kei, who 
frostily puts him in his place. Kei spots 
Ryu in a crowd, snaps a hasty “arigato" 
("thanks") to Kaneda, and runs to him. 
As Kaneda joins his group, an explosion 
blows through the roof of the police 
station behind them; the grenade wasn’t 
a dud. 

The Colonel is in the middle of 
discussing political matters with a 
member of the Supreme Council, who 
lets him know in no uncertain terms that 
the Colonel’s record is far from clean. 
They are interrupted by a call informing 
the Colonel that experiments have 
begun on Tetsuo. When he reaches the 
lab, the Doctor points out to him that 
Tetsuo’s brain is generating a strange 
pattern, which he excitedly believes is 
the key to under- 
standing Akira’s 
power. He is alsoa 
bit wary of the ex- 
periments and their 
possible effect on 
Tetsuo -- can he be 
controlled, unlike 
Akira? The Colo- 
nel tells him that 
they must control 
Tetsuo’s power; if 
they cannot, they 
must destroy him. 

At the reform 
school, the Capsu- 
les are disciplined 
(somewhat painful- 
ly) by the faculty. 
After, they meet up 
with their girl- 
friends. Tetsuo’s 
girlfriend, Kaori, 
asks as to Tetsuo’s 
whereabouts, and 
she is told that he. 
has been taken to 
some hospital. 

Tetsuo escapes from the hospital, and 
meets up with Kaori later in the day. 
When she asks what happened, he tells 
her what he knows and says the doctors 
did something to his head. He asks her 
to run away with him, and she agrees. 

The next day, Kaneda is in class when 
he sees Tetsuo and Kaori stealing his 
bike. As Tetsuo drives away, several 
Clown members see Tetsuo without any 
other Capsules; they speed off in 
pursuit. Kaneda’s bike stalls, and just 
then the Clowns attack. Tetsuo is 
beaten and as one Clown threatens to 
burn Kaneda’s bike, another tears 
Kaori’s shirt off and punches her, intent 
on rape. The Capsules arrive just in 
time and take care of the Clowns. 

Tetsuo exacts vengeance from one of 
the Clowns, mercilessly beating him, 
until Tetsuo yells, "Enough!" Tetsuo 
screams that he is through taking orders, 
and promptly collapses. He experiences 
bizarre hallucinations, hearing the name 
“Akira" echo in his head. The Doctor 
sees Tetsuo’s pattern acting up, and has 
the Colonel pick him up. Once again, 
scientists and military ignore Kaneda’s 


demands and take Tetsuo away. 

That night, the Capsules and their 
molls are out on the town, but Kaneda is 
not in a partying mood; the girls decide 
Kaneda is no fun and leave. The guys 
are about to reprimand Kaneda when an 
explosion is heard; anti-government 
dissidents are confronting the army and 
police again. Kaneda, seeing Kei, 
follows the troops after her and Ryu. 
Ryu and Kei hit the sewers, splitting up. 
Wading through the muck, Kei is 
confronted by a soldier, but Kaneda 
jumps on him and puts him out of 
commission. Kei shoots a soldier about 
to kill Kaneda, and the two run before 
more soldiers arrive. 

Tetsuo, sleeping in a hospital room, 
experiences more strange dreams. As 
he wakes up clutching his head in pain, 
glass shatters. 

The Colonel is visiting the young girl, 
Kiyoko (number 25). She has foreseen 
a great disaster and the return of Akira. 
The Colonel tells the Doctor that they 
must be prepared in case this cataclysm 
occurs. 
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Later, the Colonel! visits the security 
installation built far below the site of 
the upcoming 2019 Olympic Games. 
Within the seven containment shells is 
the main containment unit, Capsule 7. 
Within the vault is Akira, number 28, 
the most powerful of the psionics, in 
suspended animation at nearly absolute 
zero, the temperature at which there is 
no molecular activity as we know it. 
The Colonel says that they should never 
have tried to control this demon of psi 
power. 

Kaneda and Kei reach Kei’s hideout. 
While Kei tries to find Ryu, Kaneda 
questions her, to no avail, and just then 
Ryu and his friends arrive. Ryu is 
suspicious of Kaneda and asks who he 
is. When Kaneda responds that he’s her 
boyfriend, one of Ryu’s companions 
locks him in a storage room. Ryu, Kei, 
and their associates discuss how they 
will break into where the Akira Project 
is located when Kaneda, who has been 
listening in, falls out of the air vent. 
Ryu almost kills him on the spot until 
Kaneda convinces them that he wasn’t 
spying but wants to join up with them. 

Ryu later meets up with Nezu, a fifth 
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columnist in the Council who is funding 
Ryu’s faction of the dissidents. As they 
talk, they witness members of a 
religious group, centered around the 
legend of Akira, proclaiming Akira’s 
greatness and subsequently arrested by 
the military. 

The next day, during a meeting of the 
Council, the politicians argue about 
controlling the crowds of protestors for 
the Olympic Games. The government 
also calls for a halt in the Akira propct, 
feeling the military is coercing the 
Science Council into continuing this 
progct. The Colonel stalks out. 

After several bizarre dreams, Tetsuo 
wakes up in a hospital, his head in pain. 
He finds a teddy bear in his bed and 
throws it to the ground. When he lays 
his head on his pillow, he is surprised to 
see the teddy bear, a stuffed rabbit, and 
a toy car climbing his bed! He is soon 
attacked by giant versions of these toys, 
and lashes out psionically in blind rage, 
breaking the glass in his room. The 
giant toys start to leak a flood of milk, 
and as Tetsuo backpedals in fear, he 
cuts his foot by 
stepping on broken 
glass. Seeing blood, 
the bear, rabbit and 
car run away, and 
Tetsuo sees three 
children 
manipulating the 
manifestations. 
Tetsuo decides to 
leave, and kills 
anyone who tries to 
stop him with his 
newfound powers. 
The security teams 
are put on red alert 
to contain Tetsuo. 

In the sewers, Kei, 
Ryu, Kaneda, and 
other dissidents are 
trying to break into 
the complex, but run 
afoul of one of the 
security teams 
mobilized because 
of Tetsuo. Kaneda 
and Kei manage to 
steal a hover platform while the rest try 
a different escape route. Tetsuo finds 
the area where the psionic children are 
kept, and attacks them as Takashi and 
Masaru try to protect Kiyoko. Kiyoko 
telepathically informs Kei how to get to 
their location. 

Takashi and Masaru stand between 
Tetsuo and the faltering Kiyoko, and 
Tetsuo recognizes Takashi. The 
Colonel and a security team arrive, and 
the Doctor warns Tetsuo about using his 
powers before he is used to them. 
Tetsuo does not listen, and responds 
with devastating force. Tetsuo reads 
from Kiyoko’s mind that his power is 
on the same level as Akira’s. Kaneda 
and Kei then arrive, and Kaneda, happy 
to see his friend, shouts that he is there 
to rescue him. Tetsuo tells Kaneda that 
he doesn’t need anybody’s help 
anymore, and kills some more soldiers 
to prove it. He says that he’s sick of 
Kaneda ordering him around, and now, 
with his power, it’s his turn. He reads 
Kiyoko’s mind, finds Akira’s location, 
and teleports away to find Akira. 
Takashi barely saves Kiyoko from 
being crushed by the debris flying into 


Clown leader 
the vacuum created by Tetsuo’s telepor- 
tation. 

The brooding Colonel leaves the 
building, ready to pursue Tetsuo, when 
he is stopped by a Council agent who 
tells him that he has been removed from 
the picture, and is under arrest. The 
Colonel orders his men to shoot the 
agent, and declares a military state of 
emergency. 

Tetsuo returns to the bar to get some 
drugs, and tells the bartender that the 
Capsules have a new leader. The 
bartender laughs. 

Yamagata and Kai arrive later, and 
find the bar wrecked, and the bartender 
dead. Tetsuo is laughing quietly to 
himself in a corner. Tetsuo says that 
Kaneda is probably dead, and he is the 
new Capsule leader. He asks about 
Kaneda’s bike. Yamagata obpcts. 

Kaneda and Kei find themselves in a 
cell. Kaneda finally asks to know what 
all this is about, and Kei tells him that 
Akira is the end result of man’s search 
for the ultimate energy source, and 
Tetsuo’s power has developed to a level 
almost that of Akira’s. However, as Kei 
speaks, Kaneda becomes aware that it is 
not Kei speaking, but Kiyoko speaking 
through Kei. Kiyoko psionically opens 
the lock, and tells Takashi and Masaru 
that she has a plan. 

The army mobilizes to deal with 
Tetsuo. 

Kaneda and Kei run into Kai, who 
tells them that Tetsuo has killed 
Yamagata. An angered Kaneda 
destroys Yamagata’s bike, symbolically 
laying him to rest. Kei’s scream jolts 
Kaneda from his thoughts, and he runs 
to see Kei being led away by Takashi 
and disappearing. He tries to run after 
them, but Kiyoko assures Kaneda that 
no harm will come to her. 

Nezu is frantically trying to salvage 
what is left of his world; he shoots Ryu, 
blaming him for his failure, and packs 
as many stocks and bonds as he can 
carry, all the while taking pills for his 
heart. 

The army discovers the hard way that 
Tetsuo simply cannot be stopped as he 
knocks helicopters out of the sky and 
psionically withstands tank shells. 
People in the crowd begin to worship 
Tetsuo as a messiah heralding Akira’s 
return. 


Kaori sees Tetsuo on the news and 
runs to find him. 

Kaneda takes to the streets on his bike 
to find and kill his former friend. 

Tetsuo is leading a huge crowd of 
followers across a bridge when the army 
brings in laser weapons, which Tetsuo 
has a harder time deflecting. Tetsuo 
takes out the bridge, wiping out the 
soldiers and a good deal of his worship- 
pers. 
The Colonel and the Doctor track 
Tetsuo to the Olympic grounds, and the 
Doctor notes that Akira’s pattern 
becomes increasingly active as Tetsuo 
approaches. 

Tetsuo reaches Capsule 7, but find 
Kei, possessed by Kiyoko, standing 
guard. The two clash, but Tetsuo wins 
and the vault heaves through above- 
ground. Kei makes another attempt to 
stop Tetsuo but he easily blasts her out 
of his way. He strips away the remain- 
ing layers of the capsule, and is 
surprised to find vials with body parts in 
preserving fluid. The Colonel gets a 
loudspeaker and tells Tetsuo and the 
crowd that those vials contain Akira; 
when previous scientists were unable to 
understand or control Akira’s power, his 
remaining body parts were frozen both 
to halt their continuing psionic activity 
and for future study. The Colonel 
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switches off the microphone and tells 
one of his men to ready the SOL (Satel- 
lite Orbit Laser) for firing on Tetsuo. 
The Colonel switches the microphone 
back on, and mockingly tells Tetsuo 
that Akira is already dead. A frustrated 
Tetsuo sends a psionic blast in the 
Colonel’s direction. 

Kaneda finally encounters Tetsuo, and 
goads him into a duel, using a laser he 
took from a dead soldier versus 
Tetsuo’s psionics. Kaneda’s battery 
runs out. As Tetsuo gloats, the Colonel 
activates the SOL and fires on Tetsuo. 
Tetsuo psionically deflects the brunt of 
the beam, but loses an arm. Kaneda 
tries to take advantage of Tetsuo’s 
distraction and kill him, but Tetsuo 
takes off into space to take care of the 
SOL. Kei and Kai hook up with 
Kaneda and leave the area. 

Tetsuo returns to the stadium, and 
creates a new arm for himself out of 
debris. The Colonel decides to deal 
with Tetsuo personally. 

Kaori comes to the stadium, and finds 
Tetsuo cowering in pain. She helps him 
up, and guides him to his “throne". 
Tetsuo’s mechanical arm is going wild, 
and when the Colonel finds Tetsuo and 
shoots him, his flesh becomes 
uncontrollable and becomes a huge 
mass, shooting out to swallow the 
Colonel. Kaneda arrives on the scene, 
and Tetsuo gets a grip on himself. The 
two start to duel once more, and the 
three psionic children arrive and kneel 
before the “altar" on which Akira’s vials 
are arranged. Tetsuo screams as he 
loses control of his body again, and he 
expands to become a huge mass of 
flesh, engulfing Kaneda and Kaori. All 
Tetsuo can do is scream futilely as 
Kaori is crushed by the smothering 
mass. The Colonel fires his gun at 
Tetsuo, to no avail, and the three 
children sit untouched by it all, praying 
for Akira to awaken. 

The vials shatter, and Tetsuo with- 
draws as Akira reassembles himself. 
Kiyoko transports the Colonel outside 
the stadium and tells him to get himself 
to safety. Akira’s power forms a huge 
white globe engulfing everything in its 
path, and Kaneda is swallowed up 
inside it. Masaru and Kiyoko leap in 
after him, hoping to save Kaneda from 
what Akira has planned for Tetsuo and 
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the rest of them. 

Inside the vortex, Kaneda falls 
through Akira and Tetsuo’s memories. 
He discovers that Akira, Takashi, 
Masaru, and Kiyoko were part of an 
experiment to create psionics. He sees 
Tetsuo’s feelings of inferiority that 
spans back to when they first met at the 
orphanage. He is told that Akira is 
creating another dimension, and the 
psionics are forming a group conscious- 
ness within that dimension. Kaneda 
reemerges in the real world. 

Akira’s vortex flies outward then 
abruptly implodes, sucking huge 
amounts of matter in with it. Water 
crashes through the city, filling the 
vacuum. Kaneda, kneeling in the 
rubble, sees the imploding globe, now a 
mote, floating towards him. He catches 
it in his hand and clutches it until it dies 
out. 

Elsewhere, a new universe is being 
created. A disembodied voice speaks: 

"Tam Tetsuo..." 
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THE ROBOTECH WORLD 


THE END OF THE CIRCLE 


MCKINNEY, JACK. The End of the Circle. 
New York, Ballantine, 1990. 343 p. 


As a short review of the last Robotech 
novel, we give you two different opinions. 
First, we begin with the review of a fan: 


"My first impression of this book: Wow. 
Hold the phone here. Angelo Dante and 
Gnea? That gives you a vague idea of how 
loony this book is. It’s also the only part of 
the plot I’m giving away, because the plot is 
so complex and interconnected giving one 
thread would unravel the entire tapestry. 

This book brings full circle the storyline 
that Carl Macek envisioned, although we are 
never positive that he had anything to do with 
even the plot of this brilliant book, or if it is 
entirely Jack McKinney’s. Either way, it 
makes Robotech the epic it was designed to 
be, putting it at least on the same level as 
J.R.R. Tolkien’s The Lord of the Rings. 

There were several scenes in the book 
where I wanted to clap my hand to my 
forehead and say "of course! It was so 
obvious!" Several of the questions answered 
in Circle had answers that were staring you in 
the face throughout the entire series! 

There are brilliant plot twists cramming 
the pages of this book and the thing that 
makes this fun is that it makes the book 
totally unpredictable; you’re surprised with 
each page. The book is also filled with the 
literary energy McKinney puts into all of the 
Robotech books, and by the time I had 
finished the book, I felt wor out. 

] also felt a little sad; there will never be 
another epic SF story quite like Robotech, and 
now the final chapter is closed. Even in the 
book, it’s over; Protoculture is useless, gone. 
The Shapings are finished. But we know that 
it is truly a circle, and that it will keep 
repeating itself over and over again, not just 
for the fans, but for the characters. Oh, they 
only go through it once. But just like the past 
influences the future, the future influences the 
past, and everything that Zor’s parents do 
influences the entire saga, beginning to end." 


Rich Barrett 


The End of the Circle is a very good 
novel with a sustained, effective action which 
keep the interest of the reader. There are some 
original ideas in the evolution of the story; we 
feel a real will to surprise the reader. Maybe 
too much. Some elements are far fetched. 
More relations between characters are 
introduced. With a group a characters for each 
of the three series, a lot of characters had to 
managed but McKinney coped well with it, 
mostly by creating inter-group relationship: 
Minmey-Rem, Angelo-Gnea, or the 
oppositions Philips-Baker and Lang-Nichols. 
The special sense of humor that we find 
throughout the novel is particularly well 
appreciated. There are some easy hint at other 
SF books (like the names of Nichols’ 
colleagues messing with names of cyberpunk 
authors) or some exquisite contextual jokes. 

The end is however disappointing. Is it 
because it’s precisely the end? It’s indeed the 
end of the Robotech universe, which is 
irremediablely transformed. But there is no 
good ending in science fiction; none is better 
than the other. Maybe it's because all the 
sacro-sanct idols of Robotech are finally 
outraged: the death of Breetai, the moral 
"betrayal" of Scott faced with necessity, 
Lang’s backfire, Regis’ malevolence (New 
Generation had yet made her nice), Haydon’s 
strange ambition (the novel leaves him still 
quite mysterious), Nichols becoming 
cyberpunk, in fact, the blow up of all the 
previous universal balance... Nothing is 
eternal, nothing is sacred; especially for 
iconoclast sci-fi authors in search of 


originality. I really love this principle wanting 
that if you like a character, you should kill 
him. I like unexpected viewpoints. I like 
surprise, laughter, tragedy. I was served! Even 
if I would have preferred an open ending, I 
enjoyed the end a lot. 

Of course, many things in this book will 
make stiff and die-hard fans scream 
(everything would!) but the novel is 
nevertheless very interesting and an excellent 
entertainment for all. The Robotech world is 
viewed from a realist, mature and 
experimented eye. It’s the end of the circle 
but not the end of the Robotech world. We 
still can try to imagine what will come after... 
Again, it’s a story of humanity fighting for its 
survival, a cyber-technological world, with 
mecha, romance, music, and some violence 
too no doubt; a typical anime story. The 
Robotech spirit is strong. Nothing is lost... 


Claude J. Pelletier 
LANCER’S ROCKERS 


You can’t always hit the target. The 
Robotech Role-Playing Game is really good: 
it’s interesting, it completes the Robotech 
universe as a sourcebook and the simple but 
effective rules provide lot of fun for the 
players. But this time Palladium Books did it 
wrongly. They began drifting with a slightly 
different time-line and an alternate plot-line 
(Masters and Invid returning to Earth!) 
greatly disturbing many fans. Now, they 
provide an excellent adventure book in itself 
but which doesn’t keep all of the Robotech 
spirit. 

Robotech Aventures: Lancer’s Rockers is 
a softbound seven adventures/sourcebook of 
48 pages ($7.95 US). Written by Gateway 
Magazine alumni, Jonathan Frater and Jeffrey 
Gomez, it contains stats and designs for six 
kinds of intrumecha, all-new bad guys mecha 
and updated information on Sera, Carla, 
Annie, Lunk and Lancer. It’s designed for use 
with the Invid Invasion and/or Robotech IH: 
The Sentinels game books. Players portray 
either their own characters from previous 
games, or brand-new characters who become 
rock-star/rebels. It gives lot of details on what 
happened to people left behind on Earth after 
Invid’s return: updated history through 2045, 
the "Rook’s Knights", new weaponry, how to 
run a rock concert, etc. 

It’s also a nice story: it happens in New 
Detroit where an underground organisation is 
getting itself prepared for the return of Rick 
Hunter. There is a band of popular musicians 
called "The D-Rockers" who keep the spirit of 
the people alive, in the true Minmei/Lancer 


fashion. They have one thing, though, that 
their predecessors never had, the 
INSTRUMECHA, fantastic musical 
intruments that double as powerful sonic 
weapons -- multiplicating the power that 
Minmei used against the Zentraedi. Those 
rockers (the players) get to go through a series 
of seven adventures (that may be inter- 
connected to form a mega-adventure) that 
take them to Lancer, after having met with 
Sera, Carla Maxwell and other people who 
knew Lancer, only to learn that their idol has 
simply given up the fight after a tragic 
confrontation with a new arch-enemy, the 
E.B.S.1.S. Krugatch Lieutenant, Anton 
Kosmas. But, after some music play, Lancer 
gets back his will to fight and accompanies 
them to Los Angeles for a big battle against a 
big, nasty, vibes-throwing E.B.S.1.S.-Invid 
mecha. 

A couple of things made us uncom- 
fortable in this book: the instrumecha (many 
look ridiculous, and some are awfully 
powerful; like this gravitic percussion/drums 
set with the seismic needles capable of 
generating an earthquake of 3.7 on Richter 
scale, 15 times in a row, 4D6X10 MD each 
time!!! That’s as destructive as a Proton 
Torpedo! Or this voice amplificator that 
seems inspired by Dune’s movie; I can hear 
Minmei saying: "My name is a killing 
word..."!), the E.B.S.1.S. mecha (first, I never 
liked this E.B.S.1.S. idea; it’s too easy and 
cliche to make the Russians the bad guys! It’s 
worse to make them Invid allies. And there’s 
this Invid-Krugatch Annihilator, a battloid on 
wheels!), the reasons for Lancer’s retirement 
(He just... gave up!), and few rule points 
(TRADING skills for characters to get the 
musical skills required by this book). 

Now this is NOT to say that this book is 
ALL bad. It’s enjoyable to read in itself, just 
like that, as a short story. The seven stories 
follow each other in a rather consistent series 
of episodes (I must admit the episodic style of 
New Generation was respected and well 
mastered). The NPCs are interesting (if not 
sufficiently developped) and fun for the GM 
to use, being more than flat, cardboard 
characters. Role-playing and scene-making is 
encouraged throughout the book, the use of 
strict violence can not solve the adventures 
and the characters have emotions. In this, the 
Robotech spinit is kept. 

So, if you are a player, you will surely 
like this book. It’s a nice adventure (I like that 
kind of story: music, fighting rebels, small 
mecha; quite cyberpunk). But it’s just that the 
spirit is not all there anymore... 


JC & CIP 


NEWS & REVIEWS 


PA NEWS 
CONVENTION TOUR 


I promised myself this year to go to 
several conventions and promote my zines. It 
costs me a lot and it’s not always easy but it 
gives back some satisfactions: meeting new 
people, fans, making contacts, etc. 

Last fall, Michel and I went to the 
Canadian SF Convention, Pinekone 
T/Canvention 9, in Ottawa Skyline Hotel 
(Oct. 13-15). We had a table in the dealers 
room that we held with the help of Winston. 
One of my publications (Samizdat) was in 
nomination for the Fanzine Casper Award 
but I dida’t win. 

A week later, I returned to Ottawa for 
the "Science Fiction Québécoise" 
Convention, Boréal 11, held at the 
University (Oct. 20-22). It was a small, 
ordinary but very interesting convention. 
The panels were good (less boring than 
Canvention) and | talked a bit with 
pro-guests: Samuel Delany (a great guy), 
Candas Jane Dorsey (Tesseract 3, SWAC 
staff member). I was mainly promoting and 
selling my latest baby: Sous des Soleils 
Etrangers (Under Stranger Suns), an 
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anthology of nine stories by pro SF writers 
from Quebec. It’s my first published book. 
I’m co-anthologist with Yves Meynard. If you 
can read french and are interested in our SF, 
just send me 10$ US with your name + 
address and I'll send you a copy. 


Con*Cept ’89 was the first anglophone 
convention to be held in Montréal, at the 
. 


Maritime Hotel (Nov. 12). Not perfect but a 
good occasion to meet people. We had a table 
with Quark and watched videos. 

A Montreal SF meeting was held at 
Dawson College on December the 13). 
There were some presentations on various SF 
subjects (Siar Trek, British TV series, local 
club, etc.). We talked about japanimation 
(with some video excerpts). We met the guys 


of the Dawson College SF club and then 
gathered in a bar. Meetings like this should 
happen more often just to exchange ideas and 
have fun. 

The next week-end after New Year’s 
Eve (Jan. 5-7) we went to EveCon in 
Arlington VA (near Washington DC). We 


were invited there on the initiative of D.H. 
Covey of StarVenture. It was a small con but 
with a lot of anime activities. Jack McKinney 
(Brian Daley & James Luceno) was there for 
a small conference and to sign his/their latest 
book. We had our own little conference, 
presenting our product and answering fans 
questions. An anime room was held by two 
local clubs (Virginia Tech Animation Society 
and J.A.S.F.A.) and we got a rather cold 
reception there. The EveCon organizers were 
very enthusiastic and we had a lot of fun. 
Michel exposed his artwork for the first time 
in a convention. I bought many things in the 
dealers room, we watched many anime late at 
night in D.H. place (many warm thanks to 
him and his wife) and we brought PA’s word 
to a new place (after twelve hours of driving). 
I love that kind of convention. 

CIP 


IANUS’ GAZE 


Janus is one of the oldest Roman gods. 
He was the god of doors and gateways or, 
more precisely, of passage and transition. He 
developped into the god of beginnings and, in 
a wider sense, the Father of Time, custodian 
of space and time boundaries. He is represen- 
ted with two faces, 
looking before and 
behind, knowing the past 
and foreseeing the future. 
At Ianus Publications, we 
also gaze at the past 
through history and at the 
future through 
science-fiction. But my 
purpose is to talk about 
our new projects and not 
to lecture you on Roman 
mythology. 

The most important 
of Ianus’ projects for this 
year is the Anime Shower 
Special. Did you ever 
notice that most of the 
Japanese animations had 
a shower scene? This fact 
and the frequent 
appearance of nudity in anime (scenes 
carefully edited in anime and manga 
translations) can be imputed to a japanese 
cultural peculiarity. This phenomenon will be 
discussed and shown in a format near to those 
"swim suit" issues, with articles, digitized 
scenes from anime and illustrations from 
manga. This special issue will contains many 
collaborations: Ben Dunn, Toren Smith, 
Adam Warren, Don Yee, etc. If this project is 
a success, it will become an annual 
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publication. It's (of course) for mature readers 
only. Comic book size, 40 pgs, B&W, color 
cover and insert. Cover price T.B.A. To be 
released at the end of the summer. 

In collaboration with the publisher of 
Anime-Zine, Robert Fenelon, lanus will 
publish this year a new (and very special) 
magazine. Tentatively called Poster-Zine, 
this magazine is also a POSTER. In fact, it_ 
is a color poster on one side and a ’zine on 
the other side. It will feature short articles, 
synopses, color cels and illustrations, all 
related to Japanese animation. Bimonthly, 
22x34" (56x86 cm) color poster, 8 1/2x11" 
(21.5x28 cm) folded (in 8-page ‘zine 
format), $3.50 CAN/ $2.95 US. Released 
in Fall. 

Our dearest project is a comic book 
called The Gates of Pandragon. \t’s a 
techno-fantasy story displaying cyberpunk, 
magic, dragons, and mecha. It is drawn in a 
style inspired by Japanese manga. It’s the 
story of three pilots from an CF-18 
squadron in the Canadian Army. Two of 
them (Troy and Angie) disappear in a 
mission in the northern sector of Québec 
when a kind of space-time portal open. 
They pass in a parallel dimension, on a 
techno-fantasy world called Pandragon. 
‘They will have to survive in a compleiely 
strange universe dominated by magic and torn 
by a complex war between two magical 
orders. Meanwhile on Earth, we follow the 
story of a third CF-18 pilot who, while 
searching for his lost friends, discovers a 
Pandragon mecha that has crossed 
simultaneously by the same portal. The young 
Alex will help the mecha pilot, an alien 
female called Briseis. He hides her from 
government "investigators" because he knows 
that she’s the only link with the other universe 
and the only possibility to bring back his 
friends. They discover quickly that Briseis 
enemies have also crossed the space-time 
frontier, giving them the hope that other gates 
may exist to save them as well as to bring a 
devastating war to Earth. 

Realism is very important for us. The 
Pandragon universe is well developped (even 
for details that will never appear in the comic) 
and, if our characters are fictitious, the CF-18 
squadron to which they belong truly exist: it’s 
the 433th squadron, the Porcupines of 
Bagotville. We went to their military base, 
near Chicoutimi QC, to recon the place, meet 


pilots, ask questions, see the hangars, 
simulators, control tower, radar room, etc.. 
We are now well documented. 

The Gates of Pandragon is written by 
Claude J. Pelletier and pencilled by Michel 
Gareau. The first episode will probably 
appear in Mangazine (Antarctic Press) this 
summer. The comic book itself will be 
published by Janus in about 30 installments. It 
will be (at first) a quarterly of 36 pgs, B&W, 
color cover, and price T.B.A. The first issue 
will probably be released around Christmas. 


And, of course, lanus will continue to 
publish Protoculture Addicts. Issue #8 will 
offer a special coverage on the US 
Renditions’ subtitling of Dangaioh and 
Gunbuster, along with our usual chronicles. 


Issue #9 will be a special on short stories. 
Fans often call us to ask when PAis due. The 
magazine is released on March, June, 
September and December. Of course, several 
delays can make it come out late: production 
delay (ususally my fault: information, to be 
accurate, must be prepared at the last minute), 
approbation delay, printing delay and 
shipping delay (we use 2° class mail and it 
takes a little longer, up to a month, but it’s 
cheaper). So, generally, we are one or two 
month late. Please, be patient. 

Several fans asked explanation about 
cover of issue #6: it’s an Alpha/Beta link. A 
never shown before battloid mode inspired by 
an original sketch design. If you look closer, 
you'll notice amusing details. 

Janus Publications will close its BBS, 
CyberNet GateWay. It cause too many 
problems for a low participation. There are 
other anime BBS in Montreal where you can 
reach us (RANDOM ACCESS: (514) 


341-8106; ELECTRIC CAFE: (514) 
683-6988; both from Midnight to Noon 
E.S.T.), and I'll try to call some anime BBS 
in the States to exchange information. 


Claude J. Pelletier 
ROBOTECH NEWS 
MACROSS LD 


The complete series of Macross, in its 
original Japanese version is now available. 
It’s the Macross Memoria! Box in eleven laser 
disks at the extraordinary price of $630.00 
US. If you have a LD player, it’s surely worth 
the price. You’ll problably find it in all true 
anime-goods stores. Try Books Nippan or 
General Products. (Info: Michael Riccardelli). 

Ccyp 


PALLADIUM 


Having sold out its original dupe run in 
December, 1989, of the popular Palladium 
Books videocassette, Robotech II: The 
Sentinels, Kevin Siembieda has decided to 
re-dupe a limited run of the video and 
re-solicit it for a limited time. The video is 
available again since February and is foreseen 
to last until June. Offering the following 
tantalizing hint about why Palladium will 
cease to produce the video halfway through 
the year, Siembieda stated that he "would like 
to pursue other video projects". The Robotech 
II: The Sentinels VHS videocassette is a 
76-minute animated action-adventure with a 
full color cover by Kevin Long, retailing at 
$29.95 US. Featuring footage from the first 
three episodes of an elaborately planned (but 
never completed) fourth leg in the Robotech 
animated television saga, the video’s 
highlights include the wedding of beloved 
characters Admiral Rick Hunter and Lisa 
Hayes, and the devastating Invid attack on the 
Robotech Master’s home world of Tirol. 

The Magic of Palladium Books #6 and 
#7 are currently scheduled to feature material 
cut from the hot-selling Robotech Adventures: 
Lancer’s Rockers (that was not included for 
space reasons). (Palladium Books). 

Also a GM screen is in the works for the 
Robotech RPG. Palladium will continue 
adventures books and sourcebooks in the 
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post-Invid history of the Robotech saga. 
(CBG). 
CIP 


SENTINELS BOOK II 


The first installment of Robotech HI: The 
Sentinels will end, in issue #16, with the 
coming of new characters: the Sentinels, this 
incredible assortment of alien creatures 
dedicated to liberating their homeworld from 
the domination of the Invid. The Sentinels 
were never seen in the video; they have 
previously existed only in the Robotech Art 3. 
The Sentinels storyline broke naturally at this 
point, so it is the perfect opportunity to start a 
new installment (with a new issue #1) and for 
new readers to join the series without feeling 
left out. Robotech H: The Sentinels Book II 
will run monthly for approximately 16 issues 
and will be followed by Book III. Published 
by Eternity Comics, written by Tom Mason 
and Chris Ulm, illustrated by Jason and John 
Waltrip. To be released in April. (CBG 845). 

CJP 


ANIMATION 
AIRTIGHT GARAGE 


The famous Moebius graphic novel 
Airtight Garage, first published in France 
(MétaJ Hurlant, 1976) and published in 
United States by Epic (Marvel), will be made 
into a full-length animated feature by North 
American Trading Corporation, Starwatcher 
Graphics and Soyuzmultfilm (the largest 
animation studio in the USSR). It’s the first 
US-Soviet joint venture of that kind. The 
graphic novel was adapted for the screen by 
Randy Lofficier and will be directed by 
Viadimir Tarasov. Moebius (Jean Giraud) 
will supervise. Pre-production began in 
January and the entire production will take 
two years. (CBG 846). 

CIP 


AKIRA: THE MOVIE 


The english-version of the animated film 
Akira will play in the following cities during 
April and May: West L.A.: Goldwin 
Pavilion; San Jose, CA: Camera 1 Cinema; 
Chicago, IL: Music Box Theater (March 
30-April 13); Pittsburg, PA: Folton Th. (Apr. 
6-15); Honolulu, HI: Academy Theater 
(April 20-21); Santa Fe, NM: Center for 
Temporary Art (Apr 18-26); Cleveland, OH: 
Cinematech (Apr 26-29); Chico, CA: Pageant 
Th. (Apr 20-26); Tulsa, OK: Cinema William 
Center (May 4-10); Charlottesville, VA: 
Vinegar Hill Th. (May 4-8); San Luis 
Obispo: Palm Th. (May 4-17); Bellingham, 
WA: Mount-Baker (May 18-24); 
Williamsburg, VA: Williamsburg Th. (May 
18-22); Washington, DC: Biograph Th. 
(May 25-31). More prints of the movie will 
be made, so it will play soon in more theaters. 

Akira will be distributed in Canada by 
Famous Players in late spring or during the 
summer. Also, Streamline Picture will 
collaborate with the New Film Forum Theater 
of New York for a Japanese Animation 
Festival in late summer or fall. They will 
show Akira, Laputa, Lensman, Twilight of the 
Cockroaches. (Streamline Pictures). 

CJP 


ALL DOGS GO TO HEAVEN 


Quite interesting movie by the director 
of An American Tail and A land before time. 
The studio is in Ireland. The animation is 
great of course. The story is cute, maybe too 
cute. So, if the animation is well mastered 
there’s still a lot of work to do on the 
scenanio. | know, it’s a children’s movie (!) 
but the story is so simple, so childish that I 
sincerely have the impression that they take 
children for morons. But it is not so bad. 
There are some funny parts and some sad one. 
It keeps our interest. That’s important. 

Charlie escapes from jail and discovers 
that his partner set him up. This time, he tries 
to kill him... and succeeds! But Charlie 


returns from paradise to take revenge. He 
steals the secret weapon of his partner, a cute 
little orphan girl who can speak to animals, 
and opens his own casino. At first, he uses the 
girl for his own purposes but he finally falls 
in love with her and decides to help her find 
new parents. When his old partner almost 
kills his friend, burns his casino and takes 
back the girl, he does his best to save her, 
whatever the cost... 
Irish-american movie (1989), directed by 
Don Bluth. Story: David Weiss; Animation: 
Gary Goldman and Dan Kuenster; Music: 
Ralph Burns; Lyrics: Charles Strouse and T. 
J. Kuenster; with the voices of Burt Reynolds, 
Loni Anderson, Judith Barsi, Dom de Luise, 
Vic Tayback, Charles Nelson Reilly, Melba 
Moore. 89 min. (G). 
cyP 


ASTROBOY RETURN TO USA 


The Right Stuf, Inc. announced that 
almost all of the original Astroboy film prints 
have been rediscovered. Astroboy gained 
popularity in the U.S. as one of the highest 
rated prime-time animated series ever created 
and is still the No. 1 animation character in 
Japan. This discovery comes almost to the 
day of Astroboy’s 30° birthday. He first 
appeared as an animated cartoon character in 
February 1960. 


It was believed that all English prints 
had been accidentally destroyed, however 
after a two years exhaustive search, The Right 
Stuf, Inc. has recovered almost all of the 
original 104 english episodes. Some of the 
film prints were discovered as far away as 
Zambia, Africa. Representatives of the Right 
Stuf, Inc along with Japanese copyright 
holders were ecstatic at the find. Subsequent 
to the films discovery, The Right Stuf, Inc. 
has obtained the exclusive North American 
rights for Astroboy and related characters. 

Astroboy is now officially released on 
home video cassette by The Right Stuf, Inc. 
of Des Moines, Iowa. Fans from around the 
world can now collect it. The first of four 
video cassettes has been available since 
February with one new cassette to follow 
each month. Each Astroboy home video 
cassette contains two full length 30-minute 
episodes and is available at $24.95 US each. 
Tapes can be ordered by calling: (800) 
338-6827 in the USA. The Right Stuf, Inc. 
has also designed an entire line of Astroboy 
memorabilia including sweat shirts, T-shirts 
and posters which accurately depict the boy 
robot. (The Right Stuf, Inc.; Robert Fenelon). 

cyP 


BAOH: THE VIDEO 


A 50-minute Baoh feature produced by 
Shueisha and Toho was released first in 
theaters and then on video market in 
November. It will probably by available from 
Viz. ( Viz In 18). 

cyP 


GENERAL PRODUCTS 


Since last fall, the Japanese animation 
supply house General Products had open a US 
branch. They sells CDs, LDs, Books, T-shirts, 
Model kits, Garage kits, cels, videos, mangas, 
in fact, all anime goods. Their catalog is 
available for $1.50 US if you write at: 
General Products, U.S.A., 1455 "A" Market 
St., No. 509, San Francisco, CA 94103, USA. 
(Info: Eternity Comics). 

CJP 


THE LITTLE MERMAID 


It’s a nice movie with very good 
animation although characters are really too 
cute! And the story is such a pain! Typical 
american ending: they change it for an happy 
one. Without any doubt the best american 
animation I have seen since long. If we 
compare with the Japanese animation version 
made a couple of decades ago, the Disney 
animation is the state of the art considering 
animation quality, design, techniques, and the 
very beautiful lyrics (seven songs). The old 
japanese animation is quite stiff, the colors 
are flavorless, the characters are too thin 
(almost caricatural) but the story is stronger, 
more tragic (typically japanese), sad and 
respects the original tale closely: Marina fell 
in love with the prince, asked the witch to 
make her human but can’t win his heart and, 
refusing to kill him to retrieve her original 
shape, she slowly transform in foam on the 
sea at the dawn of her last day. In the 
Disney’s story, the charming Ariel, fascinated 
by the world above, fails at first to seduce the 
prince but, with determination and the help of 
her friends, she fights against the evil Ursula 
and does finally succeed to kiss and marry the 
gentle Prince Eric. Sigh! 

Obviously, Disney’s studios had a noble 
purpose when they decided to change the end 
of the story. They wanted to make a less 
tragic story, entertaining, more suitable to the 
“american dream". This I can still criticize. 
They also wanted to promote more traditional 
values, dealing with father/daughter 
relationships and the maturating process of a 
mermaid teenager to a young adult. Good. 
This 28' Disney animated feature took three 
years to be completed with a team of more 
than 400 artists and technicians. It resulted in 
one million drawings, including 150,000 
painted cels and 1,100 backgrounds. With The 
Great Mouse Detective (1987), Oliver & 
Company last year (which has claimed to be 
the industry’s all-time highest-grossing 
animated feature) and The Little Mermaid, 
Disney studios is trying to achieve a new 
goal: an animated feature every year. J won’t 
complain! 

American animation, 1989. Production: 
Howard Ashman & John Musker (Walt 
Disney); Direction & screenplay: J. Musker & 
Ron Clements, from Hans Christian Andersen 
story; Lyrics: H. Ashman & Alan Menken 
(Little Shop of Horror); Voices: René 
Auberjonois, Jodi Benson (Ariel), Pat Carroll 
(Ursula), Todd Caroll, Buddy Hackett 
(seagull Scuttle), Jason Marin, Kenneth Mars, 
Edie McClurg, Andrew Stevens, Robert Weil, 
Ben Wright, Sam Wright. Distributor: Buena 
Vista. (From: Tribute, Variety) 


MEK TON 


R. Talsorian Games are currently 
preping Roadstriker IT for a late-Spring 
release, said Derek Quintanar, Editor of RTG. 
This book will update all Roadstriker rules 
and stats to Mekton IT format. Also coming 
this Fall at long last will be the Mekton 
Empire project! They are going over the 
manuscript now; this will be the biggest 
Mekton product ever and will pretty well 
round out the rules system (space combat, 
starships, aliens, psionics, etc.). Tentatively 
scheduled for sometime before the end of the 
year is Mekton Technical Manual. It will 
present a new, completely revised, optional 
construction system for everything from 
Roadstrikers to starships. 

We remind you that Mekton is an 
anime-like role-playing game, with 
easy-to-use-but-still-realistic rules, that allows 
you to play your favorite characters either in 
the Mekton setting or in the background of 
any anime. Protoculture Addicts will soon 
probably start to publish Mekton optional 
rules, characters and mecha stats. We’ll keep 
you posted. (RTG) 

CIP 


THE ROSE 


The third anniversary issue of Anime 
Hasshin newsletter, The Rose #19, is one of 
the most beautiful newsletter I’ve ever seen. 
The Rose was already impressive in its 
stappled format with its high quality type-set 
and lot of synopses, news, reviews and clubs 
listing. But it’s better in book format (folded 
11x17") with a pink cover. I hope they will be 
able to make more like this. Anime Hasshin 
was formerly Hasshin RI. "We watched a few 
Harlock and Cats Eye shows and decided to 
start a club", said Editor Lorraine Savage. 
"We decided to be more mail order oriented, 
rather than specifically local, offering 
synopses of shows gathered from a number of 
sources, a newsletter, and tape trading." With 
advices from other clubs, attendance to 
conventions and more members, they 
improved a lot. "We’re a family of anime fans 
sharing what we love. And who knows how 
far we can go," adds Lorraine Savage. The 
Rose, bimonthly, $12/6 issues. Anime 
Hasshin c/o Lorraine Savage, P.O. Box 132, 
Warren, RI 02885 USA. 

CIP 


MANGA 
ANTARCTIC PRESS 


Antarctic Press will release in September 
Ninja High School Yearbook 1990 and in 
November The Girls of Ninja High School. 
Publisher Ben Dunn said, "We are looking for 
submissions for these books, and anybody 
interested should write to Antarctic Press: 
P.O. Box 290221, San Antonio, TX 
78280-1621, and we will send more details. 
The response to Yearbook 1989 was 
tremendous," Dunn said. "I hope that 
response to Yearbook 1990 and The Girls of 
NHS will be just as great." 

Antarctic Press will release in May Ninja 
High School: Perfect Memory volume 1. It 
will contains episodes synopsis, unpublished 
art, fan art, character and mecha designs, new 
story, interview with Ben Dunn and trivia 
contest. It will have up to 100 pages. $3.95 
US/ $4.50 CAN. (CBG). 

CIP 


BROID 


Eternity announced a new comic series: 
Broid, created by Tim Eldred. It’s the story of 
one man’s attempt to end tyranny in the 
war-torn world of the future. "Broid is 
conceived along the same lines as Mobile Suit 
Gundam", Eternity editor-in-chief Chris Ulm 
said. "The giant robots and other exotic 
weapons of war in the story are only tools 
(...). Brord is first and foremost a human tale." 


Since Brod is influenced by Japanese anime 
but has American story-telling values, “it 
should be very accessible to our Robotech 
readers", Ulm adds. (CSN 127). 

CIP 


CRYING FREEMAN 


Viz said its latest manga release, Crying 
Freeman by Ryoichi Ikegami (artist on Mai, 
the Psychic Girl and Kazuo Koike (writer of 
Lone Wolf and Cub), is the "most requested 
manga series since Viz began publishing 
translations of Japanese comics here in the 
United States. The number of copies printed 
of the first issue were in excess of 40,000. It’s 
a more than respectable number for a 
black-and-white comic published by an 
independent company", said sales manager 
Jerry A. Novick. (CBG 846). 

In response to this groundswell of 
popular interest, early issues will be 
resolicited so that any fan or retailer who have 
missed them will have a second opportunity 
to pick them up. Crying Freeman will ends 
with issue 8 but will return in August after a 
brief hiatus of two months as Part Two. Viz, is 
also considering a graphic novel collection of 
the first series for Christmas. (Viz Comics). 

Crying Freemam: the video, produced by 
Toei Doga, was released last December. They 
began a sequel due for September. It could be 
released in English by Viz Comics. (Viz In 
17). 

CoP 


GREY WAS BADLY CRITICIZED 


In CBG 837, Buzz Dixon make a rather 
harsh criticism in his review of Grey (pp. 
65-66). "Grey (...) is infuriating because it 
takes so long to build steam. (...) Far too 
much occurs off panel and is not fully 
detailed. Tagami appears to be plotting as he 
goes along, not really thinking out what he 
intends to do with his characters or situations. 
(...) how much can be blamed on his 
translators, Gerard Jones and Satoru Fuji, is 
Open to speculation. Jones admits to having 
problems getting the characters across in 
dialogue, and often Grey’s lines are inane or 
cliché. (...) 'Tagami must take the blame for 
giving short shift to key plot element. (...) 
Despite character and plotting weaknesses, 
Grey finally comes to life when Grey enters 
Nagashi. Tagami’s real interest (...} is 
examining the philosophical underspionings 


of war, politics, power and religion. (...) Grey 


is not bad enough to be dismissed out of hand, 
not good enough to be recommended without 
reservation." 

Ouch! But, in a sense, it’s true and can 
even be apply to several manga which tends 
to have good subject or ideas, fine artwork 
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but weak stories (in american terms, action). 

Appleseed, for exemple, has a very broken 

story, which is quite hard to follow. (CBG). 
CIP 


KAMUI: GRAPHIC NOVEL 


The first major Legend of Kamut saga, 
"The Island of Sugaru", which was originally 
serialized in 13 issues by Eclipse, will be 
collected by Viz Comics into a two-volume 
deluxe graphic-novel set. It will include 63 
pages of Sanpei Shirato’s original work that 
was excluded for being too graphically 
explicit. This historical story of ninja warriors 
will be presented in the same format as Mai 
and Grey. Each volume will be 270 pages 
with a cover price of $16.95 US/ $24.95 
CAN. To be released this summer. (Viz 
Comic). 

CJP 


LONE WOLF AND CUB GAME 


A board game based on the Lone Wolf 
and Cub manga (published in English by 
First) has been released by Mayfair Games. 
The game can be played by one or two 
players, who take the role of Itto Oagami and 
his son Daigoro and travel through the 
countryside of Honshu (Japan) on a quest for 
wisdom, truth and honor. The game’s cover 
illustration is by Matt Wagner and the cards 
feature art from the comic books. Suggested 
retail price of $25. (CBG). 

CIP 


LUM WILL BE ANNOYING AGAIN 


Viz announced a Lum Graphic Novel for 
the end of March. The two-volume deluxe 
edition will collect together last year’s entire 
run of the Lumcomic book. As a special treat 
to fans Viz has loaded it with plenty of extras: 
never before translated stories (Gerard Jones, 
co-translator of the series, threatened to hold 
his breath until his face turned blue if Viz 
didn’t let him do a few more Lum stories), 
new art in the form of color inserts by 
Rumiko Takahashi and extra zaniness 
(provided by Gerard Jones). Each volume will 
be 200 pages long with a cover price of 
$14.95 US/ $19.95 CAN. Volume two will be 
released in May. 

Volume one features "Take Me Home", 
especially requested by fans. It’s the hilarious 
story of Ataru’s first visit to Lum’s home 
planet, his first encounter with the dazzling 
alien goddess Benten, and a cosmic game of 
basketball! Viz. had originally skipped over 
this story because the Japanese version is 
fraught with specific cultural reference that 
the editors felt would be lost on the western 
reader, but Gerard Jones bet Viz that he could 
make it funny and understandable in English! 

"Viz has been offered the possibility of 
co-publishing the English version of the book 
for release in Japan by Shogakukan, Inc.", 
said Viz Executive Editor Seiji Horibuchi. “I 
expect, in fact, that Japanese sales will top 
US. sales". 
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Viz will also release in August Pineapple 
Army in graphic novel format. The 300-page 
softcover, collecting all ten issues, will be 
priced at $16.95 US (Viz Comics) 

CIP 
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MIGHTY TINY 


A very good comic book wriiten and 
drawn by Ben Dunn, creator of Ninja High 
School, Tiger-X and artist of Captain 
Harlock. The art is cute, the story interesting, 
very reminescent of NHS. From the pages of 
Mangazine comes the adventures of a family 
of military mice. The two kids Stewart and 
Gunter uncover a plot to bring the Mosputan 
Republic and the Ratvarian Imperial 
Government at war. This will lead them to the 
secret and fate of humanity, revealing an 
ancient weapon that could give them the edge 
in controlling both country. But will they be 
able to control such power once it has been 
unleashed or does the fate of the known world 
rest On a young mouse and rat? Each issue 
contains also a "Mouse Marine" story by Pat 
Duke. Every month ’till April at Antarctic 
Press. $1.75 US/ $2.25 CAN, 32 pgs, B&W, 
color cover. #5 will be a 48-page issue, $2.50 
US/ $2.95 CAN. (CBG) 

CIP 


MORE NEWS ON COBRA 


"I have just returned from Japan where I 
met with [Buichi] Terasawa [creator of 
Cobra]," said Viz executive Editor Seiji 
Horibuchi, "and he is very excited that we 
have chosen to produce his work in English. 
So excited, in fact, that he plans to make a trip 
to America for next year’s San Diego 
Convention. He really wants to meet the fans 
and see what comic books are like here in the 
United States." 

The other piece of big news concerning 
Cobra is not about the comic book but about 
the brand new home video game currently in 
the works. The new game is going to be part 
of a revolutionary leap in video game 
technology which will rely heavily on actual 
animation to create the visuals. Terasawa 
hinnself will do the animation. Longtime fans 
will remember how Cobra looks animated 
from the video (taken from the television 


show title Space Cobra). The game’s release, 
scheduled for the summer of 1990 (hopefully 
to coincide with Terasawa’s visit), will ensure 
the success of the Cobra comic book which is 
published since March in a 48-page format 
for $2.95 US/ $4.00 CAN. (Viz Comics). 

CIP 


THE 2001 NIGHTS 


Viz will publish in July The Two 
Thousand and One Nights seen as the best SF 
comics ever written. It’s a collection of short 
stories about the Robinsons, an artificially 
engineered family part of a space-bound 
genetic experiment and forced to pioneer a 
world. Story and art by Nobuyuki Hoshino. 
Serialized in Monthly Super Action from June 
1984 to June 1986. Subsequently collected 
into three-volume graphic novel set. Released 


wei 
& 


as animated video in 1987. This hard-SF 
manga, inspired by medieval Arabic stories, in 
an "Americanized" style, will have 10 issues. 
(Viz Comics). 

cyP 


VIZ EXPANDS CONTACTS 


Until now, Viz has published comics 
which were originally published in Japan by 
just a few different publishers: Shogakukan, 
Shueisha and Tokuma Shoten. Executive Editor 
Seiji Horibushi established recently 
connections with two other publishers, 
Futabasha and Kadokawa Shoten (Newtype, 
Five Star Stories), from which some books will 
be produced in English. ( Viz In 2.1). 

CIP 


WHITE DEVIL 


R. A. Jones (Scimidar) will write a 
"mature readers" six-issues mini-series for 
Eternity Comics. It will be the adventures of 
Temple O’Rourke in a post-nuclear Japan, in a 
true blend of Japanese and american style. 
"White Devil combines certain aspects of 
Scimidar with my interest in Japanese 
animation", Jones said. It’s illustrated by 
Malcolm Hee and is set for a summer release. 
(CBG 845). 

CIP 


MANGACTUALITY 


The expected manga and manga-like 
publications for March, April and May: 


Antarctic Press: Mighty Tiny #4-5; Mangazine 


#5. 

Dark Horse: Outlanders #16-18. 

Eclipse: Cyber 7 I] #6-8; Dirty Pair Ill #1, 
Dominion #5-6, Black Magic #1-2. 

Epic: Akira #18-20; Tomorrow Knights #1-2. 

Eternity: Captain Harlock #6-8; Ninja High 
School #20-21; Sentinels #15-16, 2.1; 
Malcontent #8-9;, Lensman #2-4. 

Fist: Lone Wolf and Cub#33-35. 

Viz: Baoh #4-6; Crying Freeman #6-8; Horobi 
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JAPANESE ANIMATION 


SOMETHING LOST 
IN THE TRANSLATION?? 


A eT 
NEVER AGAIN! 


To Be Rel 


GunBuster JANUARY 1990 DANGAIO 
GunBuster Vol.1 


TWO POWER-PACKED SEGMENTS 
ON ONE VIDEO CASSETTE 
Thrill to the adventures of the beautiful space pilot 
trainee Noriko-whose burning ambition is to continue 
her father's legacy as a top soldier in the Earth Space 
Force. His mysterious death caused by a incredibly destructive 
alien force increases her determination to succeed. 


P, Failures, encouragement, friendships and training develop 
&% young Noriko into a strong woman, proud of her accomplishments. 


A reaikstic and Intriging science fiction story featuring 
delightful characters take this video. ...Over the top./// 


DANGAIO PART 1 


Tarsan is the unscrupulous space scientist 
who develops peyonic mecha warriors to sell 
to the highest bidder. He claims that Mai, 
Pai, Lamba and Roll are his new creations; 
they are actually newly kidnapped victims 
who are stripped of their identities. Now, 
they can only follow thelr master’s bidding 


$34.95%5 === $34,958 


JOIN THE BOOKS NIPPAN ANIMATION FAN CLUB NOW 


V HBB 2RETIO2 BH. 
UFRE MEER: Ant ANS 
2D9-FYAY 

OM TUFRE FR EMR 70717 
GOVA'DOMINION ABE tM 


SEE 
NORIKO 
RUN. 
RUN 
NORIKO 
RUN 


RB BH2EEII02 FM, EM. Oval 
HE, Mapa tit Rte RNs 


TV/RB BH ZEETIOR, oval sny—| 
MEL a- IA FTAE VFA hoe 


TVR BEPERTIO2, TV RAtT: 


MONT AY EE 4nT 91 thn 
RFI MRED 


| FOR $12.00 ANNUAL FEE AND TAKE ADVANTAGE OF 
OVA OUR MEMBER'S PRICES ON THIS ORDER! 
ti | ORIGINAL = 
| an mu prety “ere | tore 
ere Ts bate f Gua bester Yo! $3405 i209 ; 
pponShuppan HanoaiU. nc | ANI ATI N t OANGAIO PART.) ses $70.98 | 
ENGLISH SUBTITLED VIDEOS | FROM war cmoe mate | sao 
| | Poempetnseiechasnetad | $1260 
Seb Total 
Charge Cord Orders VISA/MC cate att 
0.5% Seles Tox 
OUR GUARANTEE ane <a ! 
Laptrotion Bote —__ tom 
Japanese Animation Mature audience — 
at American prices. themes highlight these ne 
C) videos designed for the ae 
Exceptional quality anime fan of the $0’s. ~ ae im 
translations that id sei cee 
maintain the integrity Quality packaging in (2d enuptan ¥.. 450, 90, tat saben ol be bing se th Ome US Pore Serv) 
of the original plastic cases with sero co 
Japanese script. full color illus- SEL cad Wamp An) DMO P00, Pome ea $1.20 per na vides 
e trated covers. 1128 DOMNGUEZ STREET teh ba tb gr wn er Iwdee $220, Rah @@ $1.50 root alten see 
Computer generated e UTE MOON AS Sony oven eon an owas 
Easy-To-Read Many new releases socks emesis pockets ‘Valt K, Connen, Calternie 90746, ArieiUS. RENDITIONS VIDIO 


subtitles. throughout the year. fee 


